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STIMULA TION 

FROM THE WORLDS LARGEST ST PUBLISHERS 


UMll KID PARTII~THE COMPUTER GAME 
This is nol j usi anollwr Karale garne. Tliis is the game uf the him. 
Gmbe Darnel thfflijgh light after fig hi against ever rnore powerful 
advensaries. Then face Iheevil Chosen himself in the CasUe of King 
Sho^ashi, where iO\^ musi discover Ihe secret ol Ehedrum-or 
die! But the lighting isn't all. Calch flies with chopsticks and break 
(oe with yo^ir Bare hand in full-sue, animated g raphic screens. 

Dan iel LaFtusso fa^ced ihe challenge. Tlte bov oecame a man The 
man became a hero. tIVhal will ymi do? AVAILABLE LATE 
NOVEMBER -£24 . 35 " colour only. STUPENDOUS 






Shuttle II STAGGERING 

A who^ ShMhle mission experVence horn your armchair at home. 

It's the t^SO's and a new look 5h unle can lake off from any 
location and fly with the m in imum of (sontrois. Are you the jwfl 
Shuttle II Commander? First tal«je Ihe roleol Mission Controllsr 
decid ing ihe launch and larvding positions ar>d Umings. ihentaNa 
theseatolFlighiCommander.. .5,3,t igniiwnon .. 
lifloff. now Lake Shuttle II inloorbil eji^ing Ihe external lanks. 

N 0 w on Eo the Saleilite that needs reirieving. Qn with pur iet p^dc 
and bring it back inlo the cargo bay. klow take Shuttle 11 down, 
(lying ihrough an s-lurn-can you slop Shuttle II burning up? 

Once back inlo the aimosghereglide genl^ down uniB the rurYnay 
appears in view. Can you land Snuttle II without ploughiiigft^t) 
leei down into iho runway? Does i^ur$core-get pu into the 
ratings as orw o( Ihe wonds best Shuttle n flyers? Find out now 
piayingEhe ultimate simulalion game.. .Shuttle II 
AVAILABLE NOVEMaEH-£24.95* colour only. 


PINBALL FACTDRy 

PINBALL comes to lile withthhs new arcade game. PINBALL has 
never been So neaJislicOr m creative. First join the staff ol the 
Pinball Factory-take an empty play area and design Ihe 
background graphics choosing coloursthal Ihe ball won't bounce 
oH-the art package will let you design each screen pucel if you 
wantthal sort ofdehnrtion. Nesrtdesi’gn your own playing board 
with BO ditterent bumpers and batl traps to position it s no easy 
task. Now tost the ^me and change the design to improve the 
play, are you satisfied with Ihe play area? then switch to the Logo 
design department, here you o^n design your own looo with Ihe 
fullartp^lcage mduded inttieprogram. Alllinished'^notyel! set 
the scoring, gravity, ball speed and elashcily Iben play the basi 
gameoi Pinball you've ever played! crisp graphite, sound and Iasi 
action. Mouse conirols let you bump' Ene machine iust like a real 
pinball machine and "Flip' Ihe flippers, (low remember Ec save 
your Customised game to disk. You can decrde whal's more (on - 
desrgmrtg or playing? ^ ^ 

AVAILABLE NOW - £2-1.* colou r only. S TUNNING 
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ELECTRONIC POOL STR/K/MG 

A highly colourful Video Pool game post Irke Ihe arcade verskHi)« 
(ealuring a high score table. I or2 pTayeroplions with realislic 
sound mcts plus rag-time music Judge speed and distance, 
adjust your duection and fine your cue ball, the smoolti aclioniisg 
realistic you don't need to leave home (or anting bultiK bear! 
Fealuros unique Fun Game Opliqn, Irykeys F2-Ft0 anylhMif] can 
happen-at I we guarantee is the surprise hidden under ei(^ key. 
AVAILABLE NOW- £19.95* mono or colour. 

TRIVIA GH ALLE NGE STUPEFYING 

Here are nearly ^000 full lengih questions ranging trcm the Bizarre 
lotheiduoationaf on International ^on. The Arts. Pop Music. 
Sctenct and Tech nology and ^neraJ Knowledge. This game he 
b^n designed along tiw; tines ol ihe successfurgamblmg games 
wi^ich betaken ihe pubs and arcades Eiy storm. You can even 
pul in you r own questions and answers Here’s your chance la 
enjoy hours of Interest, days of trustralion and weeks of 
enterutnmeni. TRIVIA CHALLENGE - Ihe game which allows y«i 
to be confestani, gambler and guizmaslerand walk away wdha 
crock ofgold. 

A VAILABLE NOW - £19.95' mono or colour. 


GO ON STIMULATE YOUR ST TODAY 
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Editorial 


THE NEW ATARI? 


As most of you will know by now there has been a 
change of top manage tnenl at Atari in the UK with Bt>b Glea- 
dow appointed as UK Managing Director and another ex¬ 
commodore man as Sales Manager, Bob Gleadow was the 
man who was strongly rumoured to be taking over in the UK 
w'hen Jack Tramicl bought Atari but it never happened and, 
as we all know, Atari trundled on in much the same way as 
alw'ays. Nobody can seriously claim, despite the presence of 
the ST, that Atari has achieved the position in the UK that 
we all hoped for when Jack Tramicl took over. There have 
been many changes of management over the years at Atari 
and each time everybody involved with supporting Atari has 
thought *Is this it? Arc we now going to see some real adver¬ 
tising and a push to get Atari into its rightful place in the 
UK?’. It never has happened and those who have been selling 
and supporting Atari over the past four or five years have 
tended to become a little jaded. Will it happen this time? WTio 
knows, but early signs are encouraging. Atari were initially 
not going to attend the recent Atari Christmas Show but 
changed their minds when Bob Gleadow took over and we 
actually received a phone call from someone at Atari offering 
‘encouragement’ and wanting to know more about us. Just 
past our fourth birthday and someone at the top of Atari 
knows we exist! It is evident that this new man wants to know 
what is going on in the Atari world and is anxious to find out 
wdiat support there is which is the first step to success. Let us 
hope this time that this really is it. 

1029 PRINTER 

Okay 1029 printer owners, this is the issue you have 
been waiting for, I have mentioned before that we had some 
material for the 1029 and I had planned to run it over several 
issues but have decided instead to put all the must useful 
items in this one issue for easy reference. I was going to do a 
long article on the 1029 myself but having got hold of one it 
has to be acknowledged that it is a very' basic printer, and 
quite honestly the manual does cover everything the printer 
can do. All it needs is someone with a little programming 
experience to expand upon the manual. Here you have it. 
Turn to the section on the 1029 and enjoy! 

ANNUAL READERS POLL 

As we now are able to pay for most of our contributions 
I had thought about dropping the Readers Poll but it has 
proved invaluable in the past to see what you are interested in 
and can always double as a survey. Instead of the usual prizes 
for winning contributors we will this year present the winners 
with a handsome trophy in recognition of the thanks given by 
the readers. Maybe next year we will extend the idea a little to 
have an annual PAGE 6 Awards ceremony for everyone who 
has supported Atari? For now, please vote and please also use 
the survey to let us now whai you would like to see in the 
magazine. Tell us about the areas you feel we have not yet 
covered and we will do our best to bring them to you. 


MORE CONTRIBUTIONS 


Following on from the above, I need to make my occa¬ 
sional plea for more contributions, especially of programs. 
We are running short of top class programs of all kinds but 
particularly games. There must be more out there just dying 
to get into print so please send them in. The more documen¬ 
tation and written detail you can provide the better the chance 
of being accepted, but don't let lack of documentation stop 
you, send them in anyway! We have had a few problems cop¬ 
ing with everything during the last year, what with three 
exhibitions, moving offices and a lot more besides and some 
contributors have not had their submissions acknowledged. 
For that I apedogise but I crave your understanding and hope 
that you will keep them coming. We have now got ourselves 
straightened out now and things will improve. I promise! 
Only if you send in some great programs and articles though! 
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BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE 


All dedicated 
magazines in stock 

* Page 6 

* Atari User 
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* Analog VN* 


«i4 WHILE STOCKS LAST I 

When you purchase a 520 ST from us 
FREE accommodation for 2 for up to 17 nights 


HARDWARE 


in a selection from 60 


hotels 


» Full XL range J 

k * ^30 XE 's ^ 

^ * 620 ST’S 

* Epson printers 

* Interfaces * Modems 
Full suppo^'^frtg peripherals g 
Full service support etc 1 




Alt you have fo do is pay for your meals 
T and ENJOY YOURSELVES ^ 
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If it’s available, 

we have it!!! 

* 4rcade 

» Adventures 

* Educational 

* Utilities ^ 

All latest titles ^ 1 
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Out of office hours, 

check our bulletin board 

^ tor latest imports direct 
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and get them right! 


The pri>griim llstlnge In PAGE6 are prepared carefutlv lo 
eneuiethat thev can be tvped in a« easily as possible. Before 
typing ■ ny lUtlngs ensu re that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
in your computer maoiiaL The listings are prepared to 
iiHtch exactly what you see on screetL Every character that 
you may see In a listing Is Included In the chart below for 
dross reference. By using TYPO 3 you can ensure that you 
type In the programs E>CACTLY as they are printed. Remem¬ 
ber a single typing mistake may mean a program will not 
run. 


WHAT ARE THOSE CODES? 

Each line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that you have typed each 
line correctly IF YOU HAVE NOT ALREADY TYPED IN 
THE TYP03 LISTING PLEASE DO SO NOW. The program 
can be used asyou type In each line of a program or to check 
an already typed program. The code for each line will match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character Incorrectly. TYPO 3 cannot check If a line has 
been missed so if you have problems in running a listing 
count the lines in the program and ensure none are missing. 
If the TYPO codes match and the progra m still does not tun. 
LIST It to cassette or disk using LIST “C;*’ or LIST 
**D;Blename", switch off the computer, re-boot and then 
ENTER the program using ENTER ”C:” or ENTER 
“Dfilename". Save this version In the normal way. 

HOW TO USE TYPO 3 


1. Type In the listing carefully for although you can use 
TYPO 3 to check Itself (see 6 below) It may not work if you 
have made mistakes. 

2. SAVE or CSAVE a copy of the program. 

3. Each time you want to type In a program listing RUN 
TYPO 3 /irst. The program will Install a machine code 
routine In memory and then delete itselL Now type In a line 
as shown In the magazine excltidrn^ Ihe/irs-t two Utter code and 
press RETURN. 


4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed, move the cursor to that line and 
press RETURN. The code should now match. 
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/ O' 
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5. If the code do«s not match, use the editing keys to correct 
the line and pre^fr RETURN again. Repeat If necc«»arv until 
the codes match. 

6. To ch«ck a line you have aJready typed LIST the line, 
place the ciirsor on that tine &nd press RETURN. 

7. When you have finished a Bsting|ust SAVE or CSAVE It 
tn the narmal way. 

Ydu can type In a pragratn without using TYP03 and then 
check It by SAVEing or CSAVEing a copy of the program, 
running TYPO 3 Jind then LOADing of CLOADIng your 
ptogram and proceeding as In step 4 above. 


Always SAVE Of CSAVE a program before running It and 
always use TYPO before telling us that a program will not 


run. 
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1 hEH 

Z AtH » TVPP til bv Bunion * 

M Junv i»*S ■" 

3 fttM w A prA&#r*adFr iAF ANTIC #«■«■ * 

«i PACE A bASVd pH TTPQ II * 

A FDbliShr^ bU ANTIC 1449A2 in# * 

4 ttEH APAMW mi lHHHH Wiii MAti miWAWP ANMM MH HH 

ia« GRAPHICS 0 

IIB rgA 1=1536 to irSlJREAO ft:CK=CKtAf 
POKE I.AJHEHT 1 

tJO IF CKOiarSS TMEH 7 '*Error in DATA 

statvHPnts - Chwt^ Typ i p ( AD 

1J0 A = U6H‘ftSISl 

i4A ? s? "TTPO III is up ifirf runnin^‘^i 


HEH 

100a BATA 
1B1« OAtA 
l«2e BATA 
103B OATA 
1040 BATA 
laSB BATA 
1400 BATA 
1070 BATA 
iOBB DATA 
10?0 BATA 
IJ.AB DATA 
1110 BATA 
JlIZB BATA 
1134 BATA 
1140 frATA 
1150 OATA 
1160 BATA 

1170 BATA 
T0J. 

IIBB BATA 
3 

ti5Q BATA 
IZBA BATA 
1210 BATA 
12ZB BATA 
1210 DATA 
1240 BATA 


104,100zGrlB5p26^IilAla67 

240,4,200,2**z200,171.30 -ae® 

a42*9b,200>lB7.?7zl53,26i^3 
2BB, 145,6,163x26,3,16 2,hB 
105,0,2211,157,25,6 >232,214 
15^2BBa 245,167,93,^141,03, B 
167,6,141,44,6H175.A>22B 
145,0,141^90,6x173,5,220 
107.0x141,76,6,167,0,162 

3,149,203.201.16x251,76,0 

B,0.0.0,0.0,0,B 
0.0.S,0.0,0,32 .74 

6.6.72.201.155.240.55.230 
203,133,207,136.72x169,0,131 
200,162,0,14.36.200.0x207 

144.7.24.101.203.144.2.230 
206,242,206.217,133.Z07,24,1 

204^141^367,133,204,165,205. 

2OOrl33.205,165.ZOO,105,0,13 

200,104,170,104.40,90,130,72 
15S r 22 >I0Z> 0^134,1 207x134,200 
100,24,6.204p 30x205.10.20ft 
3Bp 207,30,200,50p145x207,233 

104,170,100, 20 a,Z33p 2x144^4 
134,207,131p 200,136,260,327, 


142 

1250 BATA 
1260 BATA 
1170 BAtA 
167 

12B0 DATA 
7 

1270 DATA 
IfOB BATA 
6 

1310 BATA 


0,165,207+133,204,105.266,4 
20 4,42,201p 24xl44,4,2 33p Zft 
230,204,202.204x242,133.200, 

120x440,00,260.172x40,209„24 

l45,204,105,i«0.IOBj3,145,06 
16 5.205.24,105,161p 200.14 5,0 

32.07,B,104,lOOp74.153,6 
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EbC 

CTRL - 
CTRL = 

CTRL ♦ 

CTRL » 

SHIFT CLEAR 

DELETE 

TAB 

SHIFT DELETE 
SHIFT IMSERT 
CTRL TRD 
SHIFT TAD 
CTRL Z 
CTRL DELETE 
CTRL INSERT 
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CAN YOU COPE? 


LOOK OUT 
FOR... 


If all those late nights at the computer are proving too much for 
you then Mind Link Communications Inc. might have just the product Some new compilations Irom 

to allow you to relax while stilt remaining totally addicted to your Atari! U.S. Gold on cassette at £9.99. 

The Canadian based company have released THE MIND TUNER Two collections entitled Shout *Em 

for all 8 bit Ataris, a unique program that claims to help manage stress Up featuring Super Zaxxon, Drop- 

and to improve personality and performance using proven psychological i zone. Blue Max 2001 and Fort 
principles. It is not a game but an attempt to use the computer seriously i Apocalypse and Scott Adams 
in a beneficial way. The program comes with a 42 page booklet explain- Scoops with Voodoo Castle, 

ing the principles and how to apply them and what’s more they guaran- Strange Odyssey, Buckaron Bonzai 

tee results! and Pirate Adventure. By the way 

If you arc interested you can get more details from Mind Link did you know that Adventure Inter¬ 
communications Inc. Box 488, 36, Adelaide Street E., Toronto, national had gone into liquidation? 

Ontario, Canada, M5C 2J6. The program costs S24.95 U.S plus It looks though as if their titles may 

shipping. survive in other guises. 


ROBICO 

PROMISE TRIVIAL PURSUIT 


The Robico adventure RICK 
HANSON should be with you now 
and it is claimed to give Level 9 a 
run for their money! In a recent 
Awards ceremony in A & B Com¬ 
puting magazine, Rick Hanson was 
voted Best Electron Adventure, 


The world famous game comes 
at last to your computer and you 
now’ have the chance to contribute 
towards another yacht in the Baha¬ 
mas for the inventors! Domark have 
the computer rights and as well as 
the Genus Edition have now- 


brought out a Young Players Edi¬ 
tion available as a separate game for 
the XL'XE at £14,9^ on cassette 
and £19.95 on disk. Do you know 
how many hairs Tweede Pie has on 
his head? Your Atari will now know 
the answer. 


Best Tape Based BBC Adventure 
(jointly with Worm in Paradise) and 
Robico’s Enthar Seven was voted 
Best Overall Adventure. 

Improved versions are pro¬ 
mised for the XI.. XE so it looks as 
if adventurers are in for a treat! 

XLENT SOFTWARE COMES TO 
THE UK 

XLENT Software, who have produced some excellent utilities for 
Atari such as Megafonl, now have a UK company to bring their pro¬ 
ducts to the European market, XLENT Software (UK) is headed by 
Mike Reynolds-Jones also Managing Director of Software Express 
although the two companies are totally separate. Initial releases will be 
for the ST but XLENT’s existing 8-bit products will also be released 
together with new products including a low price word processor which 
has received very favourable comment in the States. 

One of the aims of the UK company is to concentrate on software 
that is genuinely useful and that will allow Atari owners to use their 
computers in more productive ways. New products will only be 
announced when realistic release dates arc known as the company’s 
directors feel that too many products have been announced in the past 
by other companies which never reach the market. This serves only to 
frustrate users and retailers alike who seldom know what to believe. 
Three products for the ST have been announced (sec ST News section) 
and other titles w'ill be announced throughout the coming year. 



MINORITY 

INTERESTS 

For those interested in the 
more esoteric side of computing 
such as amateur television or 
robots, a new newsletter called 
SIGNEWS recently came our way. 
Issue 2 has only eight page but is 
full of the sort of information you 
don’t normally see published. They 
arc looking for more contributions 
on any minority interest. If you are 
interested drop a line to Glenn 
Leader, 143, Richmond Road, Lcy- 
tonstone, London, Ell 4BT for 
more details. 

Those interested deeply in 
Adventures might like to subscribe 
to Adventure Contact run by Pat 
Winstanley at 13, Hollington Way, 
Wigan, W'N3 6LS. Their excellent 
little newsletter features little for 
the Atari but will be interesting for 
those deeply hooked on adventures. 
It is aimed primarily at those who 
write, or want to write, their own 
adventures. 
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ULTIMA IV 
PROBLEMS? 

Dear Lesj 

It would appear that early 
copies of Ultima IV distri¬ 
buted by US GOLD in this 
country are faulty. If you can 
NEVER kill ANY enemy at all 
then it is because you have a 
bad copy, US Gold have now 
fixed the problem and will 
replace your copy if you send 
it to them (their address is on 
the packaging). If you know 
how to write bad sectors then 
you can fix it yourself by writ¬ 
ing bad sectors into the 
fifteenth track. Check that it is 
full of hex zeroes first though! 

There is also some doubt 
about their copies of QUES- 
TRON. If you find that it 
drops into BASIC when you 
come out of a dungeon then 
please let US Gold know on 
021 356 3388 so that they can 
track down the problem, 

John Sweeney 


PRINTER 

DRIVERS 


Dear PAGE 6, 

Could you please send me 
decails of your public domain 
software collection. I am nxosi 
interested in a printer driver 
mainly because 1 don^t know 
what i[ isE 

Fernand Paqnetj 
Belgium 

Details are on their In caje 
other readers are puzzled^ a 
primer driver is a program tha^ 
acts as dn interpreier between <3 
tuord processor or of her program 
and a specific printer. If your 
primer has special features such 
as bold, enhanced^ graphics efc. 
then these can be accessed easily 
by using a primer driver 
designed for that printer. Most 
word processors have printer 
drivers for the most popular 
printers built i>i a few 

programs do not. Bsseniially 
what happens is that the 
program uses a code for special 
functions^ hinderhmng for 


example may use CTRL-U. 
The program will always 
CTRL-U but not all primers 
use. the same code for underlin¬ 
ing^ The printer driver checks 
each character sent to the 
printer and when it comes across 
an Unstruction^ character such 
as CTRL-U it replaces it with 
whatever code printer 

requires. This way it is possible 
for a particular program to 
work with every primer frj 
simply adding or using different 
printer drivers. 

VVISHSONG BBS 

Dear Sirs.» 

1 was wondering if it 
wi}uld be passible for you to 
help me. 1 am trying to set up 
a BBS for Atari users. I know 
that in the past you have men- 
lioned other BBS’s and would 
be most grateful if you could 
mention mine in one of your 
columns. 

It is called Yt'ishsong, 
runs at 3C0; 300 (V21) and can 
be reached by dialling 01 464 
2516 between the hours of 
20,00 - 08.00 7 days a week. It 
will be aimed mainly at Atari 


rT7T7T» WOlTIXmi 


users to swap ideas, get 
problems answered, or just let 
them chat to each other. 

Have you ever thought of 
having a BBS list in each of 
your issues, with a list of 
current systems that are 
online? This seems to be a 
growing area of interest for 
Atari owners. 

Your help wiiuld be most 
appreciated and keep up the 
excellent work you do in 

PAGE 6 

Martin Wybold, 

Bromley, Kent 

Ofte problem u>iih priniitfg 
details of BBS’s and the like li 
keeping it up to date, I have an 
idea for u ‘resource' page next 
year fchick mould It ft all 
BBS'S) User Groups and 
reiailen supporting Atari. To 
isork it requires ail those 
concerned to provide me mith 
details and for readers to let me 
knotv if they find any entries get 
out of date. If viant to get 
the bail Tolling atid run a BBS 
or User Group put the details on 
a sheet of paper clearly headed 
RHSOURCE and send them to 
me. Ed- 


HACKER 

PROBLEMS? 

Dear Les, 

1 purchased a copy of 
Hacker on tape and completed 
it last week, I think that there 
is a part of the game missing as 
the computer tries to load 
something else at the end. 
When 1 reach W'ashington 
with the document the game 
tells you to press REl’URN to 
see tomorrow's headlines. The 
computer then beeps and the 
,tape starts up but the screen 
just goes blank and the tape 
runs to the end. 

I returned my copy to 
Activision for replacement but 
the same thing happens. Can 
any of your readers help? Is it 
the same on all copies or am 1 
just unlucky? 

Paul Cole, 

Walworth, London 



Dear PAGE 6, 

Tm sure that there are a 
great deal of Atari owners who 
at one time or another have felt 
a bit envious of their friends 
who own other machines. 
Every month new.' games arc 
released by British companies 
for the Commodore and 
Spectrum but the software 
houses rarely do a version for 
the Atari. 

I see that a lot of budget 
titles have re-appeared in the 
chans after an Atari conver¬ 
sion has been made which 
surely proves that their is a 
market for Atari software if 
only the companies would 
bring out Atari versions. Elite 
did a conversion of Air wo If for 
the Atari but why stop there? 
Why donT they do Ghosts and 
Goblins and Paperboy as well? 
Surely there are not more 


Atari?? 

The point 1 am trying to 
make is that Atari owners 
should write or telephone 
these companies and ask if, or 
rather w'hcn, the Atari version 
of the game is coming out. It is 
no good sitting back and wait¬ 
ing for someone else to ask 
otherwise nothing will 
happen. If every PAGE 6 
reader wrote or rang up, 1 am 
sure that more companies 
would be doing conversions. If 
you don’t know where to write 
here are some suggestions. 

Ocean Software, Ocean HoitsC) 
6, Central Street, Aianchester, 
M2 5NS. Tel. 061 832 6633. 
Games include Match Day, 
Daley Thompson, Miami Vice. 
Gremlin Graphics Software 
Ltd,, Alpha House, 10, Carver 
Street, Sheffield, SI 4FS Tsl. 
0742 753423, Games include 


Hipper. 

Elite Systems Ltd,, Anchor 
House, Anchor Hoad, Aldridge, 
K^alsall, W. Midlands. Tel. 
0922 59163. Games include 
Ghosts and Gobltns, 
Commando, Paperboy and 
Bembjack. 

Melbourne House (Pub¬ 
lishers) Ltd,, Melbourne 
House, 60, High Street, Hamp¬ 
ton Wick, Kingsion-upan- 
Thames, Surrey, KVl 4DH, 
Tel. 01 943 3911. Games 

include Exploding Fist, The 
Hobbit, Mugsy and Fist 2, 
Imagine Software (1984) Ltd., 
Address the same as Ocean 6wf 
PHirf Ocean House. Tel 061 334 
3939. Games include Galvan, 
Green Beret and Yie Ar Kuttg 
Fu. 

Design Design Software, 125, 
.Smedley Road, Cheeiham Hill, 
Manchester, M8 7RS. Games 
include Nexor, Dark Star and 
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Write to KEADHRS 
WRITE, P.O. BOX 54, 
STAFEORO, ST16 1DR 


Hall Of Tke Thmi. 

All these campanies have 
produced some great games, 
just think how much better 
they w'ould be on an Atari! 
The x^tari has the best 
graphics so wt should have the 
best software but you don't get 
what you donh ask for. 

Ail it wdll cost you to ask 
is a few pence. 

Noel Wallace, 

Wandsworthj London 

Tim iener arrived BEFORE 
Johi Davison's leiier m ihe ia$f 
issue was pubh-iked ii seems 
ihat there are more A tari 
oteners vi'lw feel strtyn^iy abuai 
this, Shoto hotv yaii feei fcy get~ 
titfg out ihai p€?i and paper or 
making a calL There is no 
exeusef 


FAMILY TREES 

Dear Les^ 

My wife and I arc compil¬ 
ing a family tree. As you can 
imagine we have accumulated 
a mass of information which is 
all in notebooks and on scraps 
of paper. To try and bring 
some order to it and present it 
in an easily accessible form we 
want to store it on disk. We are 
at present using Home Filing 
Manager but it is not really 
s^atisfactory. Once you have so 
much information it becomes 
difficult to present it in a way 
that makes it easy to follow^ 
through. 

Is there a program avail¬ 
able on disk either specifically 
for genealogy or a program 
more adaptable for this use? 

Tony Barnes 
Lymington, Hants 

The ANTIC CA TALOG do a 
program called The Family 
Tree zvritteri by Harry Koons 
which tnay be available from 


your iocal retailer or Software 
Express in Birmingham. The 
prograjfi is limited to 6 genera¬ 
tions but up 10 24 generations 
can be stored on one disk. There 
is another program available in 
America dv post (we do 
have the details somewhere but 
could not find them in time for 
this issuef) and also a group 
specialising in genealogy. Try 
writing to Genealogical Com~ 
purifig, 5W2 Pomeroy Dr., 
Farfax, VA 22032, US.A. 
and they may be able to provide 
further help. If any PAGE 6 
readers have wriiten programs 
for genealogy or can provide 
further information I would be 
interested to know. 

PRINTSHOP AND 
1029 

Dear Lesj 

You may have noticed 
that there were three pleas for 
help on using the 1029 with 
Print shop in a recent Contact 
column, I think that there is 
more than enough interest to 
warrant the printing of an 


answer in the maga/.ine, I am 
shortly going to purchase a 
1029 printer and Prinlshop 
and want to be sure they work. 

I wdll also be buying a 
w^ord processor. Can you tell 
me if Superscript supports 
microspacing and if Paperclip 
has user definable keys? 

Gareth Martin 
Dublin 

The 1029 will not work with 
Printshop. I doubt whether a 
1029 prmter driver will ever be 
produced for it as the 1029 was 
never sold in the States and 
Print.^hop is ^ program wiih, 
primarilyj a U.S. marker. As 
regards word processing, 1 

would firstly suggest that if 
are interested ?>! such refine¬ 
ments t25 microspacings you gel a 
much better printer than the 
1029. Superscript does not 
support microspacuig but 
Paperclip does providing your 
printer ii capable of it. Papers 
clip does have user definable 
keys (macros) but they are not 
as powerful as Superscri^f. ^ 
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BOUNCING BERT 


Animation with page flipping 


The designers of the Atari range have given us a very 
flexible system. Graphics enthusiasts are particularly well 
catered for, and if there is one way that computer graphics 
are an improvement over pencil and paper it is in the ability 
to create a moving picture. 

There are several wa--s in which it is possible to create 
movement, or at least the .ILusion of movement, with the 
Atari, One method is page flipping. Put simply, page flipping 
consists of drawing ^11 your graphics screens in memory 
during initialisation and then showing these screens one after 
another. Any one of the screens can be displayed, and 
because it is already in existence in memory there is 
absolutely no delay between pictures as there would be if the 
screen had to be drawn each time. 

Page flipping is possible because the Atari has two 
pointers to screen memory. One of these pointers tells the 
Atari to take its display information from a particular section 
of memory. This is the pointer to ‘read memory’. The other 
pointer tells the Atari which area of memory is to be written 
to if anything is typed, or a PLOT or DRAWTO command 
is issued. This is the pointer to ‘write memory'. Normally 
both of these pointers direct the Atari to the same area of 
memory, so that whatever is written is simultaneously 
displayed. It is possible however to change both of these 
pointers from BASIC, so all that is necessary when setting 
up page flipping is to set the pointer to ‘write memory* so 
that each screen is drawn in a selected area of memory. 

When each screen is complete, reset the. pointer to 
another area of memory and draw the next screen. Carry on 
with this until you have all your screens stored, then by 
setting the pointer to ‘read memory’ with the same value that 
was used when one of the previously sa ved screens was 
drawn, that screen will be instantly displayed. So you can 
see, in this way it is possible to store a scries of screens, just 
like a series of frames in a film and by displaying them in 
sequence, full screen animation can be achieved. 

THREE BASIC STEPS 

There are three basic steps to implementing page 
flipping. 

1. Ensure that the screens are positioned in memory so 
that they will not be overwritten by the program. 

Firstly reserve an area of memory. To do this first find 
the top of available memory by peeking location 106. 
Then POKE 106 with a value lower than the initial 
value which fools the system into thinking that the top 
of free memory is lower than it actually is. The screens 
can be safely stored above this location. The amount of 
memory which needs to be reserved depends on the 
number of screens you wish to store and the graphics 
mode (see Tabic 1). The higher resolution modes use a 
lot more memory for the screen display. 

As an example the statement 
RAMTOF = PEEK( 106):POKE 106,RAMTOP-4 will 


by Allan Knopp 

reserve four 256 byte pagesClK) of memory which is 
suffldent for one Graphics 0 screen. 

2- Change the address of 'write memory’ before the 
screen is drawn. The pointer is contained in memory 
locations 88 and 89, usually it is only necessary to 
change the value in location 89. If you have poked 
location 106 with RAMTOF-4 as in step 1, then the 
command POKE 89,RAMTOP-4 will store the screen 
in that reserv'ed area of memory. 

3. Having stored a screen, to display it just change the 
pointer to ‘read memory’. This pointer is contained in 
the fourth and fifth bytes of the display list. First find 
the start of the display list with the statement 
DL = PEEK(560) + 2S6*PEEKC561). Then DL + 4 
and DL + 5 will contain the pointer. You will only 
usually need to alter the value in DL + 5. All that is 
now needed is to poke DL + 5 with the same value that 
was poked into location 89 when the screen was drawn, 
and the screen will appear. In this case this is done 
w'ifh the command POKE DL + 5,RAM'rOP-4. 



GRAPHICS 

TABLE 1 

PAGES 

REQUIRED 

MAX NO. 

MODE 

PER SCRFIEN 

OF SCREEh 

0 and ] 

4 

31 

2 and 3 

2 

62 

5 

8 

15 

7 

32 

4 

8 to 11 

32 

3 


The number of screens which can be stored 
depends on the amount of RAM and the length of the 
program but the maximum available with 32271 bytes 
of free RAM is shown in the tabic. 
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BRING ON BERT! 

Now that I have described the general principle of page 
hipping, I think it might be useful to see how it works in 
practice. 

Program 1 demonstrates animation by page flipping. 
There are a total of eight screens which are displayed in a 
random sequence. Because of the memory requirements of 
the higher resolution modes the screens in this program are 
draw n using a redefined character set in Antic mode 4, which 
gives the same resolution as Graphics 7 but uses much less 
memory. In Graphics 7 it is only possible to have a 
maximum of four screens, w hereas with Antic 4, which is 
essentially the same iu terms of memory requiremeni as 
Graphics Oj it is possible to have thirty-one screens should 
you require them. 

When the program is run it will prompt you to put a 
cassette attaining music into your Atari program recorder 
and press PLAY. When initialisation is completed the musk 
will play through the television speaker, causing the screens 
which w»^ere previously stored to flip, thus animating the 
picture, t have not blanked out the screen during 
initialisation so that you can see each screen as it is drawm. 
Initially you w^ill only see the blocks of characters which w^ill 
be redefined later by the routine which starts at line 335. The 
final screen is displayed while the character set is redefined. 

Before each screen is drawn the program GOSUBS's to 
line 305. Lines 305 to 315 set up an Antic mode 4 screen. 

Line 320 sets aside an area of memory where the screen can 
be stored. This is done as previously described, with a poke 
to location 106. First it is poked w^irh the initial value of 
RA.MTOP (which is ascertained in line 175) minus TX 
which is initially set to 4, and then increased by 4 each time a 
screen is drawn. In this w^ay wc are setting aside 4 pages each 
time a screen is drawn. Line 325 cells the Atari to draw the 
screen in the area of memory w^e have just set aside, by 
poking location 89 with RAMTOP-TX. Then, so that wc 
can see each screen as it is drawm, wc also poke DL + 5 with 
RAMTOP-TX thus telling the Atari to display that same 
seciitm of memory. 

When all the screens are drawn and the character set is 
redefined the program goes lo the loop starting at line 140. 
Lines 140 and 145 set the variable OANCE to a random 
multiple of 4, wdthin the range 4 to 36. Then DL + 5 is poked 
with ihe value RAMTOP-DxWCE in lines 155 and 160, 
telling the Atari to display those areas of memory selected by 
the pokes to location 89 in line 325. 

RAPID TRANSITION 
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1 HEM MMMHMH i C I C I IKMMMMMMMMKMltWHHM i mKMMM 

2 REM » DOUkClHG BERT if 

3 DEM if if 

4 REM if AniMation bV Page Flipping » 

^ REM if bg Allan Knopp tf 

6 REM if ------» 

7 REM » PAGE 6 MAGAZINE - ENGLAND if 


0 REM WMHm i XmiKmCMMMMI lWH NMMXHI II CMWMm i W 


±00 REM 

105 POKE 752,11 POKE 710^50 


ifBimssmmsi 


RECORDER AND PRE55 PLAY 


:? “INlTIftLlZATION TAKES ADO 



UT Se SECOND 5*‘ 

120 FOB U-l TO IZeOSNEKT M:? "H" 

125 DIM HEADSCSOT,BODVST120I.LFTLEG1$C 
50},RTL5G1$ C50} ,LFTLEG2$CSO},RTLEG2$t5 
OT:th=4:goto 175 


ISO POKE 750,CHT;PDKE 7Oe.l30:POKE 709 
,42:P0KE 710.12iP0KE 54018,52 


DANCE 


140 OANCE^INT CRND tOJif03if4 + 4 
145 REM * LDDATIDH5 53775^53791,53007 
MILL CHANGE MHEN SOUND IS PLAVED FROM 
CASSETTE THROUGH COMPUTER N 
150 A^PEEIC t53775J ! » " PE E K (S 3 7911 S C-PEEK 
£530071 

155 IF A=127 AND ©"127 THEN PUKE DL+5, 
RAMTOP-DANCE 

100 IF e=255 AND C=255 THEN POKE DL+5^ 

RAMT0P-DANCE 

165 GOTO 135 

170 REM 

175 RAMT0P=PE:EK C10B) : POKE 105,RAMT0P-T 
K 



flip betwLtn the two. To see how the screen is split, change 
RAMTOP-48 in line 150 to RAMTOP-lh, also change 
RAMTOP-16 in line 155 to RAMTOP-48j Then the boaom 
halves of the screens will be iransposed. 


FURTHER READING 


The inlbrmation contained in thits article has been 
drawn from many sources including the following. If you 
need any more information I recommend that you tr>' to get 
copies of them. 


PAGE FLIPPING by David Plotkin - Antic, January 1984 


TICTOCFLIP by Gene Levine - Antic, September 1985 

PAGE FLIPPING ON THE ATARI by Clay Stuart - 
COMPUTE!, June I9ft5 


When the program is running you can see how rapid is 
the transition between one screen and the next, Clearly page 
flipping is a very powerful technique and with a little thought 
and planning some dynamic screen displays can be created. 
One point to rcmeniber is that if screen memory crosses a 4K 
boundary then the screen display will be disturbed. This is 
only a problem with the higher resolution graphics modes, 
but if you want to flip screens in Graphics 8,9,10, or 11 then 
take a look at program 2, which flips between two Graphics 8 
screens. You will see from the listing how the address of 
‘read memory’ is also set at DL + 101 to point to the area of 
memory which is displayed in the bottom half of the screen. 
When the screens are drawn, press START or SELECT to 


DISPLAY LISTS by Steve Pedler - PAGE 6, Issues 18,19 
and 20 

ANIMATION BY PAGE FLIPPING by David Plotkin - 
CO.MPUTEI’s SECOND BOOK OF ATARI GRAPHICS 

MAPPING THE ATARI (Compute! Books) by Ian 
Chadw'ick 

1 hope I have explained page flipping clearly and 
accurately, and that you will have a go yourself. Of course 
animation is not the only use for page flipping. Any program 
where rapid switching between screens is required can 
benefit from the technique. # 
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VP les BODY$="Kia' ( f J fr + 

UE 190 BODVSlLEMteOPVSJ+l>="ef f f f*’'**^*^*^^* 

*«^Jf f f I 11^” 

MY 195 LrTLE&lS-‘'J I I 

ftl 

01 20d LFTLeGZS = "J*tU il k* + -t*Oi Q**** 

^ I «-** + opq" 

tE 205 ftfLEGlS=”l 1 I •■+* + *1 1 '■4^**KyZ” 

GN 210 HTLEG2^ = "fl4t4-^n ^*^*-**4 n4* + + Rl 1 **^ 
tH •4*“«-«TSt'* 

UN 215 C08LIB 308 

PG 220 FOR Z>( = 1 TO 30 5TEP 10 
HM 22S POSITION 7+ZK,4i? HEOD$SPOSITTON 5 
+ 2H,6i? B0I>V5:P0SITI0N 5+m,18!? LFTLE 
Gl5?POSlTIOM 9+ZK,16!? HTLEGlSfMERT ZK 
MO 230 OEM i:^»l:i!l:^T‘1T1^^!^^^o 

PT 235 GDSUB 30S!COSUO 27S:GOSUB 2BO:G05U 
B 295 

HQ 240 GOSUe 305SG0SUD 275:G0SUB 200:CO5U 
B ZB5 

RB 245 G05UB 305:GOSUB 275:G05UB 290iG05U 
B 295 

OY 250 GD5UB 305:GOSUB 27S5G05UB 29O!G05U 
B 265 

OH 255 G05UB 305:60500 275!GOSUB 280;G05U 
e 285 

IT 260 6D5UB 305!FOR ZK=1 TO 30 5TEP lO:P 
05ITI0N 7*ZR*SS? hCOBS:POSITIBM 5+2H,9 
s7 B0 I>v 5:NE«T 2K:G05UB 2eo:G05UB 295 
IV 265 GOSUB 305:FOR ZR=1 TO 30 STEP 10SP 
OSITlOH 7 FZKj5!2 MEODS!position S4ZM,9 
:? boovSsnekt zhigosub z^osgosub zas 
OB 270 GOSUB 340!GOTO ISO 

oy 275 FOR ZR=1 TO 30 STEP 10:POSITION 7 * 
ZM,4;2 HtOD^iPOSITION 5FZM,ei? BOOVSsH 
EXT ZH:RETURN 

514 Zao FOR ZM=1 TO 30 STEP lO: POSITION 5 + 
Z«,13J? LFtLEG2S:NEHT ZMJRETURN 
PR ZBS FOR ZM=1 TO 30 STEP lOiPOSlTIOM 11 
♦ZH,i3!? RTLEG25:NtNT ZH!RETURN 
UM 290 FOR ZK=1 TO 38 STEP lOSPOiSITIOH 5 + 
ZK,iO!? LFTLEGlSlNEMT ZM!RETURN 
NN 295 FOR ZM=1 TO SO STEP 10!POSITION 9+ 
ZMj,±5i? RTLEGISSHENT ZH: RETURN 
LV 300 REH 

CK 305 GRftPHICS 0 !|>L = PEE1t<560J *256»PEEK(S 

613 

JH 310 POKE OL+3,60 

KS 315 FOR M=6 TO 28!P0KE 01 *K* PEEK IDL+10 
+Z:HEMT K 

PH 320 POKE 106rRRMTOP-TN!POKE 559,34 
EO 325 POKE 39 , ROMTOP-TM:POKE DL+5,HftKT0P 
-TH:TH=TJI*4 

ZF 330 RETURN _ _ 

BG 335 REN 

NU 340 CC^PEEK*106)-8!POKE 106,CC”1^CHSEt 
= CPEEK(1061*13*256 

IR 345 CHI=CMSET7256!CLO=0!POKE 203 , CIOJP 
OKE 204,CHI SPOKE 756,CHI 
MC 350 OTM KPR^(283iRESTORE 355;F0R N=1 T 
O 28:RERD MLlKFRStN,N3=CHRf(MLJ!NEKT N 
HU 355 OOTR 104,169,0,133,205,160,169,224 
,133,206,177,205,145,203,200,206 
SO 360 DOTO 249,230,204,230,206,165,206,2 
01,226,200,239,96 
kb 365 MFR=USRtOORCMFRSl1 
MH 370 RESTORE 390 

NL 375 REOD P:IF A=-l THEM RETURN 
GN 300 FOR Z=0 TO 7sREftP JsPOKE CHSET*O*0 
•Z,J!MEMT Z 
SO 385 GOTO 375 

PQ 390 DOIO 1,2,10,42,42,42,170,170,170 
DI 395 OOTft 2,170,170,170,170,170,170,170 
, 170 

BE 400 OPTO 3,128,160,160,168.160,160,170 
,170 

FU 405 8010 5,15*63,63,255,255,255.255,25 

5 


GR 410 CUTO 6,255.255,252,243,255,255,255 
, 255 

HO 415 BPTO 7.195,0,0,195,195,0,0,0 
GM 420 DOTO 0,255,255,63,207,255*255,255, 
255 

GE 425 DATA 9,240,252,252,255,255.255,255 
*255 

VG 430 DfiTA 10,169,169,169,169,169,169,16 

9,169 

ZK 435 OATP 11,85,85,65,85,65,85*05,85 
Z1 440 ORTA 12,05*65,65,65,85,05,85,05 
AZ 445 DATA 13,65,85,05,85*05,65.05,65 
ZO 450 OATP 14,106,106*106,106,106,106,10 
6,106 

RG 455 BATA 15,1*1,5,5,5,5,5,5 

BH 460 DATA 17,84,64,84,04,80,60,80,60 

C3 465 BATA 10,21,21,21,21,5,5,5*5 

PV 470 DATA 20*64,64*80,00,80,00,80,80 

Hi 475 DATA 32,1,5,5*5,5,5,18,10 

at 460 DATA 33,106,106,106,106*106,128*42 

,42 

RD 485 DATA 34,170,170,170,170,176,170,0* 

40 

KE 490 DATA 35,165,165,165,165,165*1,168* 
168 

U6 495 DATA 16,64,66,80,86,80*80,168*160 
ZO 500 BATA 37,255*255,255,255,25S,0,255, 

^05 30,2S2,252 # 2S2 , ^5Z j 2SZ 7 25 

Z^2&2 

VM 5ie l>ATfl 40* 63 j 63 p 03 j 63 7 61^&3 ^ 63 j 63 

YI 615 DfltA 41,2S6* 255 j. 255 j 255,265,0 j 265, 

255 

RJ 520 DfllA 42 7 J.70j 170,j 170 * 170j j 42 
plff 

KI 525 l>ATfl 43, a5,6S*fl6j 05*66*55 j i4^r 1*5 
BH 530 DfltA 44*05^65,05^06*05*05*66*05 
FI 635 DATA 45 * 06,05,05,05,05 * 06 * SOj66 
ItH 640 DATA 45,170*170*170*170*170*170*16 
0* 160 

FV 645 DATA 47^5jS*6*lxljlflpl 
□E 550 DATA 49*00,50*00*04*84*04^84*04 
HK 555 DATA 50>5/6* 5,5 * 21 * 21,2l* 21 
BE 660 DATA 61,0jO*O*O* 0jO*O* 0 
0M 565 DATA 52*00*00*00*64,64*64*64*64 
H5 570 DATA 53*178*170*170*170*170*176*17 
0,170 

VK 575 DATA 04*10*10,2*2*0*0*0,0 

HP 580 DATA 65*34,14*42*120,170*178*170,1 

70 

AJ 665 DATA 68*40*40,40,40,170,170*170*40 
KH 550 DATA 67 * 136* 136 * 168,2 * 176* 170 * 170p 
170 

BH 555 DATA 60*160*160*160*120*128*0,6*0 
PC 660 DATA 65j255 * 255j256 * 255,256 * 170,17 
6* 169 

60 665 DATA 70,65 * 06 * 05j85 * 05,85* 86 * 85 
BO 610 DATA 71*06,05*86*05,05*06*05*06 
PL 616 DATA 72*05,20*20*70*20*20,20*0 
VL 620 DATA 73*255*266*255,266*256,170,17 
0,106 

WV 625 DATA 74,6* 0 *O* 1.1j1j1p1 
CH 630 DATA 75*05,05*85*05,85*05,05,06 
PL 635 DATA 76,65*65*65,06*65,65*65*65 
DU 640 DATA 77*85*05*05*05*06*65,06*06 
tP 645 DATA 70*0*0*0,64*64*64,64*54 
AL 550 DATA 79,1,1 * 1 * 1,1 * 1.1z1 
RL 656 DATA SO * 6 * 0,0j0 ^Op 6a 0j© 

IIH 666 DATA 31*04*64,04*84,04* 84*04,04 
HH 665 DATA 02*21,21*71,21*21*21,21*21 
5H 670 DATA 03,0,6,0,8,0,0*0,0 
HT 675 DATA 34*64,64,64,64,64*64*64*64 
ZJ 630 DATA 85*1 * 1,li1j1F1-iJ1 
ER 605 DATA 86*65,86*85*05*85*05,85*05 
KB 600 DATA 67,04,04,04,84*04*84*34,84 
KB 695 DATA 00,21,21,21,21,21*21*21,21 
eU 700 DATA 09,05*05*05,05*85*35,85*05 
FV 705 DATA 90*64,54,64*54,64*64*64*64 
HK 710 DATA 91,0*0,0,0*0*0,0,0 
UC 715 DATA 96p0,0,O*O* 0,O,O* 0 
PZ 720 DATA 97*170*170*170*170*42,42*10,1 
0 
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OH 

725 

70 

DATA 

AI 

730 

DATA 


0 j 160 

HC 

735 

DATA 

FU 

746 

DATA 


69,169 

Rl 

745 

DATA 

BH 

75 0 

DATA 

SI 

755 

DATA 

EP 

76 0 

DATA 


06,166 

RU 

765 

DATA 

DL 

770 

DATA 

JK 

775 

DATA 

GA 

780 

DATA 

ZE 

785 

DATA 

KX 

790 

DATA 

m 

795 

DATA 

DH 

OOO 

DATA 

DL 

805 

DATA 

MZ 

810 

DATA 

nn 

815 

DATA 

ep 

820 

DATA 

HT 

025 

52 

DATA 

VF 

830 

DATA 

DU 

835 

DATA 

ER 

840 

O 

DATA 

PL 

845 

DATA 

GH 

850 

DATA 


eS,170,170,13Opl70,1 


f0,170,170,170, 1 70, 16fl , l&a , 16 


100,0,O,.O,0,Of 0,0,0 

101,169,169,169,169p169,169,1 

102,66,65,65,65,65^05,65p05 

103 p 85,06 p 05,05^ 05 ^ 05 f 05 ^ 05 

104 ^ 05 p 05 , 65,65 , 65,85,65 
165 ^ 106 ^ 165 , 105 ^ 106 . 105 ^ 165,1 


l06j1,1,5 f 5,5,5,5,5 
167p65,85,65,85,64,84,64,84 
169,85,65^65,65,65,71,21.71 

110.64.64.66.80.66.80.60.80 
111p15 p 80 p 40 p 48, 40 p 46,48,6 3 
112,240, 0,0pO, 0,3,15,243 
113,204,12,12,12,12,12,12,252 
114p51^40j48,40,46,48,48,63 
115,0,0,0,0,0,19Zp 240,207 
116,252,31,3,3,3,3,3,255 
117,3,15,12,12,12,12,12,15 
110,255,0,O,O,O,O,O,255 

119p240p60,204,204,12,12,12,2 

120.15.80 p 40,48^ 40 p 48,40 p 83 
121,255,0,3*3,0,6,0,255 
122,192,240, 48,48p 48 p 40 p 48,24 

123,0,OpOpOpOpOpOpO Q 

-1 


014 106 KEM □ 


Cilt ■■ o PAGE FLIPPING 


QP 101 REM 

HH 10S RftMfOPsPtEKIlO&JiPOKE 89,RftMT0P-64 
:? CHRS (1251 :rem 
HO 106 POKE iO&, RAHT0P-e4;|}EH 


MEMO0V 


HU 110 GRAPHICS 0+18:POKE 710^0 
EB 115 OLiPEEW 1566)+256*PEEK€561> :PEH 


ISPLOY LIST 


AH lie ? tl6j CHRS(12SJ 
PF 120 POKE 8? , RAHTOP-63 : RCM £3 


5ET I4RITE 




SET THE 


I5PLAV fiODRESS FOR TOP HALF OF SCREEN 


SET 


THE DISPLAY A0OPESS FOP BOTTOM HALF 


HU 135 COLOR 1:FOR R=1 TO 144 STEP S:PLOT 
H4^2,6$DRAI4T0 266-K,H?HEMT K;REM rm^IYWi 

BK 146 POKE 89,PAMT0P^31JPOKE 6Lt5,RAMTDP 
-31:POKE 6LtlOl p RAMTOP-IO:REH □ 


— SET 


WRITE ANO REAP AODRESSES FOR SCR 


TM 145 COLOR 1: FOR K = 1 fO IBO ^TEP 4;PLOt' 
110 ,m;dbahto K,i4a:HEKi k:reh □ 


SOMETHING OH SCREEN 2 


GE 150 IF PEEKCS3279)=6 THEN POKE PL+5,RA 
MTaP-&3!PDKE OL + 18 1 , RAMTOP-4e : REM 

CT 155 XF PEEKC53279I=5 THEN POKE OL*5,RA 
MTOP-31 : POKE DL + l Ol p RAMTOP-16 : REM i:»«a 

HU 166 GOTO 150 □ 
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GO-FORTH AND 
MULTI-TASK 

Bignose Software/S.E.C^S. 

£24.99 

Unlike the new ST series, there is a very limited choice 
of languages available for the older 8-bit Atari computers. 
Indeed, the main alternative to using the slow and 
unstructured BASIC i$ to resort to the complexities of 
Assembler - an unenviable choice! 

Although considerable interest has been shown in the 
Forth language, and introductory articles have appeared in 
most computer magazines, it is surprising that so few 
programmers appear to have been converted lo it. Disk 
drives are essential, of course, and I would agree that it does 
take some effort to become familiar with its stack-based 
Operation and the reverse Polish notation, but it is a fast, 
powerful language, and, once bitten, most users become 
Forth enthusiasts if not fanatics. 

Most versions of Forth available for the Atari 8-bit 
computers in Britain have had some weaknesses or have been 
rather expensive. Go-Forth is a multi-tasking version, 
needing a minimum of 32k RAM, produced and marketed in 
the UK by S.E.C S. Ltd. under licence from the 
quaintly-named Bignose Software. It is approved by Atari, 
claimed to provide features normally only found on mini- 
and main-frame computers, and is on sale at a very 
reasonable price (£25), To sec if this represents good value, 
we must look at the facilities provided. 

First, I should perhaps remind you that a Forth system 
consists of a dictionary of compiled ‘words^ A word is 
similar to a sub-routine; it carries out a particular function, 
and several may be combined together and given a 
descriptive name to define a more complex function. You can 
execute any function simply by entering its name from the 
keyboard. The language is usually provided in the form of a 
Forth nucleus, which is the part read into the computer on 
booting up, from the disk supplied, and several ‘electives’, 
that is, sets of definitions of words y ou may choose to add to 
the nucleus in order to carry out specific tasks. The electives 
are stored on the disk in screens or bhreks which can either 
be read into buffers in the computer for inspection and 
modification, or compiled directly into the dictionary. 

The nucleus provided in Go-Forth follows reasonably 
closely the Forth-7^ standard, so if you copy code obeying 
this standard from another source into your system, it should 
compile without serious difficulties. The differences from the 
79 standard are listed in the User Guide provided- The only 
one which might cause problems is the absence of the 
variable STATE, which indicates whether the system should 
compile or execute immediately the code presented to it. 
There are ways round this, but you need to know exactly 
w'hat you are doing. 

The electives include not one but two editors. I found 
the screen editor, which behaves rather like a text editor, 
particularly effective for entering new definitions. The line 
editor is of the conventional fig-Forth form, and more suited 
to the modification of existing screens. The block size in 
Go-Forth is 512 bytes, so each screen consists of 16 lines of 
32 characters. It is more usual to have a block size of 1024 



reviewed by Peter Coates 

bytes (16 lines of 64 characters), but the smaller size fits more 
efficiently on the Atari text screen. 

If you are accustomed to 6502 machine code, you should 
have few problems with any Forth assembler, once you have 
adapted to the reverse notation. In fact, because high level 
control words such as IF ,. El.SE ..THEN and BEGIN .. 
UNTIL are available, and you can break the code into small 
sections, each of which can be tested and debugged 
separately, assembler in Forth is actually rather easy. The 
Go-Forth assembler does not, however, make use of the 
check digit normally included to ensure that the control 
words are correctly paired. In my opinion, this is a definite 
weakness; the time saved while loading is minimal, and 
certain to be exceeded by that required in checking the code 
and finding the mistakes. 

The debugging utilities allow new Forth words to be 
checked by stepping through the definition, with the 
contents of the stack and any important variables shown after 
each step, This is a much more useful facility than the 
de-compiling utility normally provided, which merely lists 
the words present in the definition, It would have saved me 
many hours of frustration and reams of paper in the past. 

The multi-tasking routines are perhaps the most 
prominent feature of Go-Forth, and it’s unusual to find these 
features on an 8-bit micro. Some tasks are provided; one 
(TYPIST) enables you to continue using the computer while 
printing out long documents or listings. Another (I I(..KER) 
gives a digital clock on the GR.O text screen, and 
supplements other time and date routines available Whether 
you find the ability to run simultaneous tasks to be of great 
value depends very much on your applicatitms. It is 
particularly useful for controlling external equipment - a 
sophisticated domestic control and burglar alarm system, lor 
example. 

Other electives cover disk and lO operations, and sound 
and graphics. These on the whole correspond to the facilities 
available in BASIC. No attempt has been made to provide 
words to cover player-missile graphics and display list 
inierrupts. 

On the whole the package is neatly and efl'cctively done. 
There are some minor points I didn’t like; for example, the 
disk drives are, for no good reason, numbered 0 to 3 rather 
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than the usual 1 to 4, AlsOj no warning is given if you define a 
word with the same name as one already present. This can be 
corrected by re-vectoring CREATE^ but I feel ihai a 
warning should be the default option. There are no floating 
point routinesi although the purist might claim that they are 
undesirable in Forth^ which predominantly uses integer and 
fixed point arithmeticj I have found them very useful on 
occasion. 

The one serious failing in Go-Forth is the 
documentation provided. The reader is assumed to be 'a 
corripeTent Forth programmer experienced in the use of a 
standard 6502 assembly knguageV A very small fraction of 
the potential customers will meet these requirements. Even if 
you dOj the SO-page user guide is not well written or well 
organised, and some sections are heavy going indeed. It also 
has its fair share of errors; even the procedure on page 2 for 
backing up the sysiem disk is faulty (the store word 'V has 
been replaced by a degree symbol). For a beginner* a copy of 
Brodie's 'Starting Forth’ or of Winfield’s "The Complete 
Forth’ is absolutely essential. These will cover the 
fundamentals, of coursej and not the functions specific to 
Go-Fori:h. 

To sum upj then, I would say that this is a very good 
version of Forth for the Acari, with stime really useful 
exiensionSj even if you don't make much use of the 
muiti-tasking aspects. There are a few flaw^s which need 
correcting, and the documentation could be much improved;, 
if you arc a newcomer to Forth, you will certainly need an 
introductory text to get started. The price is very reasonable, 
and represents excellent value for money. a 
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16. GRUDS IN SPACE 


Okay space cadets. Dan your space suits and check your 
oxygen tanks« This issue wc*re going for a trip around the 
solar system in not one^ but TWO illustrated Adventures 
with a space theme. 

The first is Gruds in Space. This is a collectors^ item 
which deserves to be a classic and h featured this issue 
because of a request from a reader. The second is Powerstar. 
This has the unusual claim to fame of being the first and only 
Atari Adventure that has ever been released on cartridge - 
although I consider n more an example of ‘scate-of-the-arf ’ 
gone wrong! 

Anyway, fasten your seat belts and get ready for 
blastoff... 

GRUDS IN SPACE 

Gruds In Space fulluws ihe traditional format of the 
disk-based illustrated Adventure. It was written by Cbuek 
Somerville arid Joe Dudar and released by Sirius Software, 
if these names are unfamiliar to youj then there is probably a 
good reason for it. It appears that Gruds in Space was 
originally written for the Apple (hence the authors’ lack of 
fame in the Atari world) and translated for the Atari a little 
over two years ago. It only had a limited exposure before 
Sirius Software went out of business somewhere around 
November 1964. When that happened, all Sirius Software’s 
programs instantly disappeared from the marketplace. 

I tried to buy a copy of Critical Mass (another Sirius 
Adventure), but without success. (If anybody’s got a copy 
I’d love to hear from you.) Fortunately, I was more 
Successful with Gruds in Space and found a discount mail 
order house in the U.S. that still had a copy. 

Gruds in Space turned out to be an excellent game tti 
every respect and had not suffered in the transition from the 
Apple (unlike quite a few other games on the market). It’s a 
big game with lots of rooms, several clever twists to rhe 
story-line, a nice blend of easy and hard puzzles and great 
graphics. The graphics include simple animation like 
blinking eyes, flashing lights and twinkling stars in almost 
ctery scene, I realise it’s a very rare game and few of you will 
ever have seen it, but if you evet see a copy, BUY ITf You 
won’t be disappointed. 

YOUR OWN SPACESHIP 

The game itself starts aboard the privately owned 
spaceship USAC 9400. And you’re the pilot! The 
instructions tell you very little about the game, but this is 
offset by a message received in the opening moves. 

“...This is an urgent message to the pilot of the vessel 
USAC 9400 from USAC Command on Earth. Our 


and 

POWERSTAR 

battleships at the war front near Baranok have exhausted 
their fuel supply. The only cargo ship capable of reiuming 
for the fuel has also run out and is now stranded on Pluto. 

The fuel, Heliotropanite, is only available on Saturn. We 
believe that your ship is the only one in the solar system that 
carry the fuel from Saturn to Pluto in time to prevent the 
defeat of our forces, Wc know that since your ship is 
privately owned, you cannot be ordered to accept the 
missiem. We are prepared to reward you the sum of one 
million dollars on the completion of the mission...” 

If you accept the mission, you may get your butt shot 
off. If you don’t accept, you might as well remove the disk 
and turn the compuiet off! So what’s it to be? One million 
dollars may sound like a pittance to the pilot of a privately 
owned spaceship, but it’s better than nothing (and that's all 
you’re earning at the moment). Obviously, you decide to 
head for Saturn. I 

Piloting your spaceship is remarkably simple. You iusi j 

set the navigation coordinates and let the computer and the ^ 

warp drive do the rest. The computer will tell you when you . 

arrive and you can verify this by simply checking the 
navigation screen or looking out the window. You can then 
set the teleport coordinates and teleport down to the surface 
of the planet. 

You will in fact do quite a lot of travelling throughout 
the game. It’s essential that you get the coordinates right or 
you’ll end up floating in free space - where death is just a few 
seconds away. I’d suggest you draw up a table to record the 
navigation coordinates and teleport coordinates of each 
destination as they are revealed to you during the game. 

ENTER THE GRUDS 

When you arrive at the mining camp on Saturn, you’ll 
want to have a good look around. In doing so, you’ll discover 
two things. Firstly, much of the mining camp is inaccessible 
to you for one reason or another. Secondly, the natives are 
far from hospitable. You see, Saturn is inhabited by Gruds 
and if there’s one thing a Grud hates, it’s a human. Before 
continuing, I should explain that a Grud is a short, fat alien 
with yellow/green skin, freckles and big ears. It w'as used as a 
company identification logo on all Sirius’ products and 
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appeared in several of their gainer. For example^ if you’ve 
played "Fhe Blade of BJackpoole, you may remember the idol 
of a Grud on the island in the lake. 

If you expect to proin'^&s very farj you 11 have to hnd a 
Grud who^s willing to help you. Maybe one that’s rich. One 
whose greed for ttioney is stronger than his dislike of 
humans. One who has a butlerl 

You 11 soon learn that Gruds are not unlike humans. If 
you want information, youll have to pay for it! In this case, 
your services are wanted more than your money, Youll have 
to deliver a note to someone on Venus and return with a 
counterfeiting machine. Sounds simple enough, but it turns 
out to be more than you bargained for. 

By the rime you reium to Saturn^ you should have 
collected enough items to allow^ further exploration of the 
mining camp, including a trip into the caves and a trip 
be^^ond the locked gate in search of the Arler. The ArJer is a 
strange character. Your first confrontation with him will 
probably be a violent one, but he"s really quite timid. You 
need only do him a favour to gain his confidence. A trip to 
the Arler’s temple should put you on the right track. 

At around this point, youll be ready to visit the 
unmanned alien ship which is orbicirig Venus. In order to 
fully explore the ship^ youll have to solve a real brain twister 
of a puzzle. This one’s a beauty. I could best describe it as 
the sort of puzzle that you’d expect to find in lofocom’s-Zork 
or Enchanter trilogies. 

Once back at Saturn, you may manage to find the fuel, 
but in doing so you create another twist in the siory-line- 
This one entails another trip to VenuSj then to Titan. If all 
goes well, you’ll have the pleasure of blowing up a Baranok 
ship before eventually delivering the fuel to Pluto, Then it^s 
back to Earth for a million dollars and a pat on the back for a 
job well done. Whew! 

HINTS 

Coded hints for Gruds in Space are included with this 
article. To use the hints, just look for the area where you’re 
SI tick and match the numbers with the accompanying li&t of 
words to create a hint. If you’re still having trouble, youll 
find a full solution in 'The Book of Adventure Games^ by 
Kim Schueiie [Arrays, Inc.). 

POWERSTAR 

Technically speaking, Powerstar is one of the most 
innoi^aiive Advenikires m come along in a long time. Pandora 
Software have managed to cram the wbole Adventure into a 
16k cartridge! The biggest advantages of this are that it is 
simple to use (no need to muck about with backups of copy 
protected disks), it boots insianily and there are no lengthy 
pauses for disk access during the game. The biggest 
disadvantages are that the graphics^ are terrible and the 
vocabulary i& too limited to allow for an enjoyable game, 

Powerstar uses a split screen format with graphics at the 
top and text at the bottom. The graphics data for the various 
rooms has been compressed (to save memory) by defining 
individual elements such as tables, chairs, beds, windows, 
gratings, robots, etc. In this w^ay, a room can be drawn by 
(say) star ting with an ™pty ri>om and adding a table, two 
chairs and a window at pre-defined positions. Each room is 
made to look unique by using different combinations of the 
individual elements and using different colours. 


The graphics appear to be done in GRAPHICS 10. 

This allows up to nine colours on the screen (without display 
list interrupts), but because of its odd-shaped pixel, the 
pictures look rather ^chunky". As the colours are very gaudy^ 
Pd have preferred to see fewer colours and better resolution, 
but that's just nit-picking. It has no effect on the play of the 
game. 

The text is Atari’s default white on boring blue. This 
always ^ negative effect, but there are other aspects that 
are more annoying. The text is allocated to a much larger 
area than is necessary^ {about half the screen) and is cleared 
after every move. In addition, the program’s vocabulary is 
far too limited. Playing the game becomes a frustrating 
exercise in guessing the right w^ord, rather than solving 
puzzles. In fact, in almost ihree years of writing this column, 
this is the first game that IVe featured and haven’t actually 
finished! And I blame it on the ptxir vocabulary. More about 
this later. The only point I'll emphasise here is that it doesn^t 
matter how technically innovative a game is if it*S no fun to 
play! 

ABOARD THE POWERSTAR 

powerstar takes place in the 21st century when all 
electrical power in the U.S. is generated by a single nuclear 
reactor aboard an orbiting space station called (you guessed 
it) the Powerstar. It seems that the Powerstar’s one man crew^ 
has had a bad bout of cabin fever. The only message from 
him in the last week was a fax of the label from a bottle of 
Jack Daniels, As the alternative engineer for the Powerstar, it 
is your job to save the space station from this nut before he 
does any damage. 

The Adventure begins at a government field station 
somewhere on the liS. coastline. Your spaceship stands 
waiting on the airfield behind you, but it won’t start without 
the key. While youVe searching for the key, you might as 
well ha ve a good look around to see if there's anything else of 
interest. Movement is achieved using the traditional N, S, E 
and W, but you can also use the cursor keys or even a 
joystick! As you move about, youll discover that each room 
generally has four views - one for each of the cardinal 
compass directions. Thus the first rule for the successful 
completion of Powerstar is to make sure that you turn 360 
degrees in every' room! If you don’t, youll very likely miss 
something. 

Once youVe collected all your goodies from the field 
station, you can take to the skic$ in your spaceship. Mapping 
the sky is a real pain. It's like a maze, but the four pictures 
for each room really add to the confusion. Read the room 
descriptions very carefully and youll $ec that they're all 
unique. Your spaceship cannot climb above 100000 feet 
with(iut the correct fuel, but that’ll be no problem if you 
remembered to fill *er up before you took off. (You DID 
remember, didn't you?) 

Once in orbit, you’ll find yourself in another maze. ^Phis 
time you’re siurroundcd only by stars and have no 
distinguishing landmarks to guide you. Be persistent. It IS 
mappable and before long you’ll find yourself in the docking 
bay of the Powder star. 

THE ADVENTURE BEGINS 

Here is where the real Adventure begins. IF you can 
get out of the landing bay and IF you can pass the various 
dtjors and other obstacles and IF you can map the whole 
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mess, you’ll find that the Powerstar is a miniature vereion of 
the classic torus-■shaped space statioii made famous by 
Stanley Kubrick’s ‘ 2001 : A Space Odyssey’. Imagine it as a 
spoked wheel. The docking bay is the hub at the centre of the 
wheel. Nearby are ladders extending down the spokes to the 
rim of the wheel. If you continue heading north (or south) 
around the rim, you will eventually arrive back where you 
started from. Keep this in mind when drawing your map. 

The space station is full of obstacles to prevent ytm 
finding your way around. As you gradually overcome these 
obstacles, more and more of the station will become 
accessible to you, When you find the telescreen room, a face 
flashes up on the screen and a voice booms out from a 
loudspeaker, “I now have control of this space station, 'I’he 
nuclear reactor will be destroyed, 'I’here is nothing you can 
do to stop it. Go back to your ship and go away now.” 

Oh boy, as though you weren’t having enough trouble, 
now you have to find a bomb as well! If you stick with it, 
you’ll eventually find the bomb and if you’re particularly 
clever, you’ll also discover a way to destroy it without 
destroying the space station. Before you can celebrate your 
success, another loudspeaker comes to life. “I have left the 
station in a shuttle. You have failed to stop me. I cut the 
main reaettu controls and the nuclear reactor will run away 
and blow' the Powersiar out of the sky.” Aaaaargh! I'he loony 
crewman always seems to be one step ahead. What now? 

You discover that the crewman has dropped an amulet 
during his flight. On the back of the amulet is the word 
AMUZOZ. Hmm.., 

BACK TO EARTH 


COMING UP 

I eventually finished Asylum, but this is such a HUGE 
game that I think I’ll save it for the next Adventure special 
issue. That should give you all plenty of time to try and solve 
it for yourselves. In the meantime, i’d like a bit of feedback 
on a question of ethics. I’d like to publish the map for 
Asylum. Do you think this is the right thing to do or is it 
unethical? Please let me know w'hai you think. 

Next issue, I may take a Icrtak at one or two Adventures 
from Level 9, but then again I might not. It all depends on 
w'hai comes up between now and then. 

If yt>ii have any especial requests, question's crkicismsi, 
etc., please feel free to contact me at the address below. 
However, if you expect a reply to your letter, please include a 
couple of imernational reply coupons to cover the return 
postage- Merry Christmas to you all and may Santa bring 
you some beaut new Adventures for the New Year, 

Garry Francis, 26 Baringa Road, Earlw'txid, N.S.W', 2206, 
Australia 0 
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At this point, I was stumped, I decided to fly back to 
Earth and discovered that I was able to enter a previously 
inaccessible room. This turned out to be the emergency 
control room of the Powerstar. On the control panel was a 
keyswitch. W hen 1 turned it on, the equipment came to life 
and a voice said ‘Enter passw'Ord’. The only-thing I'd 
encountered that resembled a password w'as AMUZOZ, but 
no matter how I expressed it, the program would not 
respond. Talk about frustrating! I blamed the program’s 
poor vocabulary for this, but maybe that’s not the problem. 
W'as I on the right track? Is AxMUZOZ the password? Have I 
done something ■wrong somcw'here? Would someone please 
help me out! 

HINTS 

It would be unfair of me to try and supply hints for a 
game that I haven’t finished as I might tell you the wrong 
thing. My apologies to anyone who is inconvenienced by 
this. If you’re really desperate, I bcliet'e a hint sheet for 
Powerstar is available from Pandora Software at the address 
in the instructions. 
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Steve Pedler discovers just how all 
that data is stored on your disks 


Although knowledge of the structure of files stored on 
disk is not necessary in order to use a disk drives the subject 
is an interesting one and information about it is essential if 
you wish to carry out certain tasks such as repairing damaged 
files or creating boot programs. The following article 
examines the structure of various types of disk file, and in the 
second part of the article I will present a sector editor 
enabling you to directly read and write to disk sectors. 

All references to DOS and disk driv'es in the article 
relate to the current Atari standard of 1050 drive and DOS 
2.5, unless stated otherwise. 


THE DISK ITSELF 


A floppy disk consists of a thin, circular piece of plastic 
coated with metal oxides which store the data in magnetic 
form. As initially supplied the disk is not usable, and the 
surface must first be organised lo store data, by a process 
known as formatting. The surface of a formatted disk is 
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divided into 40 concentric tracks. Each track is in turn 
divided into 18 density) or 26 (enhanced density) 

sectors, each of which holds 128 bytes of data. Data is 
therefore packed rather more closely onto an enhanced 
density disk^ which means that the disk surface must be of 
higher quality to ensure reliable storage. In fact, the only 
difference between disks designated by the manufacturer as 
single or double density is that one has been tested for higher 
quality. Prior to formatting the drive cannot distinguish 
between them. It is importani to use a quality disk as 
formatting a disk designated as single density with DOS 
option I will automatically result in an enhanced density 
format, which might lead to unreliable data storage. To 
specifically format a disk in single density, use DOS option 
F, 

Once the disk is formaited, the 1050 (but not the 810) 
drive can distinguish between single and enhanced density 
and use ihe disk accordingly. The 810 drive can use a single 
density disk formatted on a 1050s but not an enhanced 
density one. Note that DOS 2.OS can read an enhanced 
density disk in a 1050 drive^ but sectors numbered 720 or 
greater are invisible to ii and files using these sectors will be 
unavailable. 

SECTOR NUMBERS 

From the figures above you will see that theoretically a 
single density disk contains 720 sectors (40 tracks * 18 
sectors per track = 720 sectors) and an enhanced density 
disk contains 1040 sectors. Examination of a freshly 
formatted disk (not containing DOS files) show^s however 
that you only have 707 or 1010 free sectors respectively. 

What happened to all those missing sectors? 

On a single density disk, as part of the formar process, 
eight sectors (361-368) are reserved for the disk directory 
and a further sector (360) for the Volume Table of Contents 
(VTOC). The structure and use of these sectors is described 
below^ Three more sectors f 1-3) are reserved for the DOS 
file manager boor file (see below). Finallyj one sector is lost 
due a discrepancy between the original version of DOS and 
the original disk drives. As far as the drive is concerned, the 
720 sectors on the disk am numbeTcd from 1 to 720, but 
DOS numbers them from 0-719. The result is that sector 720 
just does not exist as far as DOS is concerned. No doubt this 
could have been corrected with later versions of DOS, but 
then there would have been a loss of compatibility between 
the various versions. Any way j this makes a total of 13 
unavailable sectors^ leaving 707 free for use. (Note that these 
sectors are only unavailable w ithin the confines of DOS - 
you can use any of them in any way you like by bypassing 
DOS and doing direct sector-oriented disk access.) 

Although 1040 sectors are present on an enhanced 
density disk, due to the file link structure DOS 2.5 cannot 
use sector numbers greater than 1023. The reason for this 
will become apparent w^hen discussing linked sector files 
below. Of the 1023 sectors available^ 12 are reserved for the 
directory^ VTOC, and DOS boot file as above. Although 
sectors numbered 720 or above can be used by DOS 2.5^ to 
ensure maximum compatibility with DOS 2.OS sector 720 is 
marked as unavailable. This leaves 1010 sectors free for use. 

THE DIRECTORY* 

The directory^ consists of eight sectors starting at sector 
361, These were chosen because they are in the middle of a 
single density disk and therefore give the shortest average 
disk access time. Each directary entry is 16 bytes long, giving 
eight entries per sector and a total of 64 entries. The 16 bytes 


of each entry are u$ed as follows: 

Byte 1 Flag or status byte. The various bits in this byte* if 
set, have the following meanings: 

bit 0 - special meaning for DOS 2.5 - see below 

bit 1 file created by DOS 2 (if this bit is ckar, it is a 

DOS 1 file) 

bits 2 “4 - spare 

bit 5 - file i$ locked 

bit 6 - entry in use (i e, not that the file is OPENj but 
that this directory entry is valid and cannot be used for 
a new file) 

bit 7 - file has been deleted 

In most publications the setting of bit 0 of the status 
byte is said to indicate that the file is OPEN. However, under 
DOS 2.5 if this bit is set it appears to indicate that ihe file 
uses sectors numbered 721 or greaterj this file therefore 
being unavailable to DOS 2.0S. When doing a directory 
read, DOS 2.5 will bracket these files to indicate this to the 
user. Such files have the value 3 in the directory entry status 
byte. (Not 67 as you might expect from the list of bit values 
above. If you deliberately change the value from 3 to 67 
using a sector editor, the file will no longer appear when the 
directory is read.) The status byte can therefore contain the 
following values: 


value (decimal) meaning 

3 DOS 2.5 file using sectors numbered 

721 or more 

35 as above, but file locked 

66 DOS 2 file, entry in use 

^8 as above, but fiJe locked 

123 file deleted 


When a file is deleted, bit 7 of the flag byte is set (and all 
other bits cleared) but the filename is not removed from the 
directory. The file data itself is not erased, but the sectors 
used by the file are marked in the VTOC as being available 
for use again (see below). Under certain conditions it may be 
possible to recover a deleted file (e.g. using the DOS 2,5 
utility D1SKFIX.COM), but probably not if anoiher file has 
been written to the disk since the old one was deleted. The 
new file may have used the directory space and sectors 
occupied by the deleted file, making recovery impossible. 


Bytes 2 and 3 
Bytes 4 and 5 
Bytes 6-13 


Bytes 14 - 16 


total number of sectors used by the file in 
low and high byte format, 
sector number of the first sector in the file, 
again in low and high byte format, 
primary filename. If this directory space 
has never been used, this area contains 
only acroes- 

filename extension (or zeroes). 


Normally, when you do a directory read you only get the 
filename and sector count, plus an asterisk marker if the file 
is locked. To get the rest of the information in the directory 
entry, you will need to use a sector reader which bypasses 
DOS and reads in the entire sector. From BASIC the 
directory is usually read using a statement such as; OPEN 
#1,6 0,“Di*.**’. However, DOS 2.5 can use sector numbers 
greater than 720, which would not be usable by DOS 2,OS. If 

continued overleaf 
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you use the following statement: OPEN 

DOS will bracket any file using sector numbers of 720 or 

more (e-g. as < FILENAME,EXT> J, 

THE VTOC 

This is located in sector 360 (single density) or seaors 
360 and 1024 (enhanced density). As indicated above, two 
VTOC sectors are necessary for an enhanced density disk as 
one sector is insufheient to store information about all 1023 
sectors. Its purpose is to provide a map of which sectors are 
being used to store files and which are currently free to be 
used in a new file. The first five bytes of sector 360 contain 
miscellaneous information: 

Byte 0 directory type byte. According to the OS 

User’s Manual, this should always be aero, but appears to be 
set to 2 under DOS 2,5 and DOS 2.0S. 

By tea 1 and 2 total sector count (in low and high byte 
format) on the disk available to DOS. Should equal 707 for 
single density and 1010 for enhanced density. 

Bytes 3 and 4 free sector count. This is the number of 
currently available (free) sectors up to a maximum of 707, It 
is therefore the same number that appears at the end of a 
directory read as ‘xjtx FREE SECTORS’ on a single density 
(but not an enhanced density) disk. On an enhanced density 
disk, the number of additional free sectors is stored in bytes 
122 and 123 of sector 1024, 

Starting at byte 10 of sector 360 is the sector use bitmap. 
Each byte in the map contains the in-use status of eight 
sectors, one bit per sector. On a single density disk, the map 
continues to byte 99 of sector 360, but one sector is 
insufficient to map all the sectors on an enhanced density 
disk and so sector 1024 is used as well. Each byte is used as 
shown: 


Byte 10 bit 

sector 

Byte 11 bit 

sector 


7 6 5 4 

0 12 3 

7 6 5 4 

8 9 10 11 


3 2 10 

4 5 6 7 

3 2 10 

12 13 14 15 


If a bit is clear, the sector is in use; if set, it is available 
for a new file. Note that sector zero, although present in the 
map, does not exist (see above). The map continues as shown 
above to byte 99 of sector 360, bit 0 (the rightmost bit) of 
which represents sector 719. It should be noted that even on 
an enhanced density disk the map finishes here, and no more 
bytes of this sector are used. On such a disk, the bitmap in 
sector 1034 starts at byte 0 (not byte 10 as in sector 360). Bit 
7 (the leftmost bit) of byte 0 represents sector 48. The 
bitmap continues to byte 121, bit 0 of this byte representing 
sector 1023, Bytes 122 and 123 store the number of currently 
available free sectors in addition to those stored in bytes 3 
and 4 of sector 360. In other words, a freshly formatted 
enhanced density disk (without DOS files) will have a total of 
1010 free sectors. This number is stored in bytes I and 2 of 
sector 360 and will remain unchanged. Bytes 3 and 4 of 
sector 360 will contain the number 707, and bytes 122 and 
123 of sector 1024 the number 303 (707 + 303 = 1010). 
These numbers will be updated as files are saved and deleted. 

Because the bitmap in sector 1024 starts at sector 48, 
there is a considerable amount of overlap between the two 
VTOC sectors. Both sectors will need to be examined to get 
the free sector count on a directory read, and both may need 
to be updated when a file is written to disk. This presumably 
accounts for the considerable amount of dri ve head 


movement with this version of DOS, which did not happen 

with DOS 2.0S or DOS 3. 

DISK FILE STRUCTURE, 

After all the above (necessary) preliminaries, kt us now 
look at the structure of files stored on disk, Generally 
speaking, there are two main types of file. These are firstly, 
files created and maintained by the disk file manager (linked 
or chained sector files) and secondly boot program files. 

CHAINED SECTOR FILES. 

These are the commonest type of file and examples 
include those created by BASIC SAVE or LIST commands, 
the Binary Save option from DOS, word processor text 
output, assembler object files and so on. With this type of 
file, only the first 125 bytes (bytes 0 - 124) of each sector 
contain file data. The remaining three bytes contain the file 
link data, which is stored in the following way: 

Byte 125 the most significant six bits of this byte contain the 
file number, which corresponds to the position of the 
filename in the directory, and will be in the range 0-63. The 
remaining two bits (bits 0 and 1) plus the whole of byte 126 
make up the 'forward pointer*. 

Byte 126 this byte plus two bits from byte 125 is the 
forward pointer, and contains the sector number of the next 
sector in the file. Bit 1 of byte 125 is therefore the most 
significant bit of the pointer. 10 bits of pointer can only store 
a maximum number of 1023 in binary form and this is why 
the sectors numbered from 1024 to 1040 on an enhanced 
density disk arc unavailable to DOS 2.5, The same amount 
of pointer was also used on DOS 3, but note that just one 
extra bit of pointer would have allowed a true double density 
disk drivel Presumably Atari did not do this when 
developing the 1050 and DOS 3 in order to maintain 
compatibility with previous versions of DOS. However, 

DOS 3 when produced was totally incompatible with DOS 
2.OS for other reasons! 

Byte 127 this byte contains the actual number of data bytes 
stored in this sector. For all but the last sector in the file, this 
should be 125. The last sector might contain 125 bytes, but 
this won’t happen unless the file length is an exact multiple 
of 125. 

From this you can see that the disk file manager finds 
the first sector of a file from the directory. 125 bytes of data 
are loaded from that sector and loading continues from the 
sector specified in the link data. This process is repeated 
until the forward pointer reads zero, which indicates that this 
is the last sector in the file. As each sector is loaded, DOS 
checks that the file number (stored in byte 125) is the same as 
the file entry position in the directory. If the numbers differ, 
loading stops and error 164 (File Number Mismatch) is 
returned. Although this may seem a complex process, it does 
have the advantage that files do not need to be stored in a 
string of consecutive sectors, but can be scattered around the 
disk if necessary, depending on the availability of storage 
space. 

There are two special cases of this kind of file we should 
consider, Binary files are machine code programs created by 
the Binary Save option of DOS (which saves a specified area 
of memory to disk) or the object code output from an 
assembler. The first six bytes of any such file are known as 
the file header, and have this format: 

Bytes 0 and 1 - both set to 255 (hex SFF). This is an 
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identifier for a binary tile. 

Bytes 2 and 3 - the start address in low and high byte 
format. 

Bytes 4 and 5 - the end address, again in low and high 
byte format. 


These seven pointers are saved to disk in the order 
shown, but before doing so one change is made - the value in 
LOMHM is subtracted from each one and the resulting value 
saved. Since LOMEM itself is saved first, this means that the 
first two bytes of the file are always zero. 


When you select DOS option L (Binary Toad) the start 
and end addresses are obtained from the first six bytes of the 
first sector of the file, and the program itself loaded into 
memory, beginning at the load address and continuing until 
the end address is loaded. The Binary Save option of DOS 
allows you to specify optional initialization and run 
addresses. If present, these arc appended to the end of the 
file. On loading the file, the initialization address will be 
loaded into locations 738 and 739 (INITAD) and the run 
address into locations 736 and 737 (RUN AD). On 
completing the load, control is passed back to the DOS menu 
if neither of these addresses have been specified, If an 
initialization address is present, DOS performs a machine 
language JSR instruction to the address contained in 
INITAD. The code specified here should end with an RTS 
instruction to return control to DOS. If a run address is 
specified, DOS will then JSR to this. Either or both (or 
neither) of these addresses may be used. Note that they do 
not need to point to code within the loaded program - they 
could be used to call operating system routines for example, 
or pass control to BASIC. An AUTORUN.SYS file Is 
simply a special case of a binary file. After DOS is booted on 
powerup, it will look for a file named AUTORUN.SYS on 
the disk and load and run it if present. To autorun, the file 
must have either an initialization or run address appended. 

The second *specia1 case* is that of a file created by the 
BASIC SAVE command. A BASIC program is stored in 
memory in tokenised form, whereby the BASIC keywords 
and variable names arc represented by one byte tokens rather 
than their full ATASCII form. This has the advantage of 
saving considerable amounts of memory, but means that 
BASIC must maintain lists of variable names and their 
current values so that it knows which token represents which 
variable. Logically enough, these are called the variable name 
and variable value tables. When a BASIC SAVE is made, the 
program is saved in tokenised form and the above tables 
must be saved with it. In fact, a series of zero page pointers 
and several blocks of memoiy are also saved, including the 
following: 


I) zero page pointers; 


locations 

name 

function 

128,129 

LOMEM 

pointer to ihe lowest memory 
location usable by BASIC 

130,131 

V-XTP 

pointer to the beginning of the 
variable name table 

132,133 

VN'FD 

pointer to the end of the variable 
name table 

134,135 

VVTP 

pointer to the beginning of the 
variable value table 

136,137 

STMTAB 

pointer to the beginning of ihe 
tokenised program 

138,139 

STMCUR 

pointer to the token in a program 
line currently being processed* 
either during input of a line or when 
the program is run 

140,141 

ST ARP 

pointer to ihe beginning of the 


string and array storage area, and 
therefore to the end of the program 


2) sections of the tokenised program; 

This comprises the following blocks of memory in this 
order: 


the variable name table 
the variable value table 
the tokenised program 
the immediate mode line 

Note that the string/array storage area is not saved, as all 
strings and arrays arc redimensioned each time the program 
is run. 

W^heti a BASIC LOAD is made, the seven pointers art 
read in first, and the value in MEMLO (locations 743,744 - 
the operating system pointer to the bottom of free memory) 
is added to each one. The values in two more zero page 
pointers, RUNSTK (142,143 - pointer to a software stack 
used by BASIC in processing GOSUB statements and 
FOR.. .NEXT loops) and MEMTOP (144,145 - pointer to 
the top of memory used by BASIC, including the 
string''array area) are set to the value in ST ARP. Next, 256 
bytes directly above the value in LOMEM are reserved as an 
output buffer used when BASIC is tokenising a line. Finally, 
the variable tables and the tokenised program are read in to 
memory immediately following the output buffer. 

BOOT PROGRAM FILES 

These are machine code programs which are loaded 
into memory and run (if desired) by the operating system at 
powerup. Unlike the binary files discussed previously they 
do not require DOS to be present in memory or on the disk 
in order to be loaded or run, nor do they need the presence of 
BASIC or any other language. The file structure therefore 
differs fundamentally from chained sector files. Because 
DOS is not used, sector chaining is not needed and boot 
program sectors contain 128 bytes of program data and no 
link data. The operating system boot loader routine always 
attempts to load boot files at powerup starting at sector 1 of 
drive 1, meaning that generally speaking there can only be 
one boot file per disk and this must consist of a consecutive 
string of sectors beginning at sector 1. These files do not 
require a directory entry, and sector usage need not be 
indicated in the VTOC. There is an important exception to 
these rules, discussed below. As with the binary files 
discussed earlier, these files contain a six byte header. The 
six bytes are used as follows; 

Byte 0 - fiags byte. This is not generally used and is 
usually zero. 

Byte 1 - number of sectors to be loaded, including the 
first sector. This can range from 1 - 255, If it is zero, 

256 sectors will be loaded. What if the file is longer 
than 256 sectors? See below for the explanation. 

Bytes 2 and 3 - rhe load address. The file is read into 
memory starting at this address. 

Bytes 4 and 5 - the initialization address. 

WTiat exactly happens during the bwn process? The 
procedure is described in considerable detail in De Re Atari 
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or the Operating System User’s Manual, but the following is 
a brief outline. Cassette users should note that the process is 
essentially similar fur the cassette boot process. 

As part of the powerup routine, the operating system 
(OS) checks to see if a cartridge is present (or built-in 
BASIC enabled). If so, the cartridge’s 'Allow disk boot’ flag 
is checked, to determine if the cartridge software permits the 
disk to be booted (as it would in the case of BASIC or other 
languages, but not in most games). Providing a disk boot is 
allowed, or if no cartridge is present and BASIC is disabled, 
the boot process goes ahead. 

Assuming drive 1 is switched on, the OS will attempt to 
read sector 1 into memory. If it cannot do so - if no disk is in 
the drive for example - the boot process is aborted and the 
message ‘BOOT ERROR’ written to the screen. If all is well, 
the 128 bytes in sector 1 are read into a specified area of 
RAM (the cassette buffer in fact). The first six bytes (the 
header) are described above. The values in these bytes are 
then moved to the following locations; 

Byte 0 to location 576 (DFLAGS) 

Byte 1 to 577 (DBSECT) 

Bytes 2 and 3 to 578,579 (BOOTAD) 

Bytes 4 and 5 to 12,13 (DOSINl). 

The entire sector (including the header) is then moved 
to the area of memory beginning at the address now present 
in BOOT AD. The remaining sectors are then read from disk 
directly into the memory area following the first sector. 

When the load is complete, the OS performs a JSR to 
the address contained in BOOT AD, -h 6 (i.e. to the first byte 
of the actual program).This part of the program need not do 
anything, but if the file was longer than 256 sectors any 
remaining sectors should be loaded by the part of the 
program contained here. This pan of the program should 
end by clearing the 6502 carry' flag to indicate a successful 
load (even if no further sectors were loaded) or set the carry' 
flag if the bad was unsuccessful. It must terminate with an 
RTS. 

The OS w ill next JSR to the address inXlOSlNI for 
program initialization. Again, this section need do nothing, if 
so desired. It must end with an RTS, However, if the booted 
program is at some stage to take control of the computer, this 
section of the program should store the run (or ’restart’) 
address of the program into locations 10 and 11 (DOSVEC). 
If this is not to be the case, DOSVEC should be left 
unchanged. On pow'erup, DOSVEC is set to point to the 
memo pad (400.''800) or self-test (XL.'XE) routines. If DOS is 
booted, it will change DOSVEC to point to the routine to 
bad the DOS menu. BASIC will jump through DOSVEC 
when you type the keyword DOS, and this explains why, if 
you call DOS w'hen it has not been booted, you go into the 
self-test/memopad routine. 

Finally, the OS will pass control to the cartridge 
software (or BASIC) if present. If both BASIC and 
cartridges are absent, the OS passes control directly to the 
booted program by jumping through DOSVEC. Booting 
DOS without a cartridge or BASIC will therefore go straight 
to the DOS menui powering up the machine without 
cartridge or disk boot and with BASIC disabled will proceed 
to the memopad;selfrest routine. Note that whenever the 
Reset button is pressed, at the end of the warmstart process 
the OS will carry out the final two steps described above. 

One special case of booted software is that of DOS itself. 
Although DOS is booted into memory on powerup, it 
' actually consists of two separate files - the three boot sectors 
(1-3) and the file DOS,SYS. On powerup, the OS reads in 
the boot sectors and these will in turn load DOS,SYS. This 


has the advantage that DOS.SYS can be located anywhere on 
the disk, and can be deleted if required. Otherwise, a string 
of 40 consecutive sectors would have to be permanently 
reserved for it, even if you did not w'ant DOS on a particular 
disk- However, this docs mean that sector 1 takes on a 
slightly different format. The six byte header is the same as 
before, but the three bytes following the header are a JMF 
instruction to the code which loads in DOS.SYS. Following 
these three bytes, there arc a series of data bytes needed by 
DOS. The use of these bytes and their (usual) value is as 
follows (bytes 0 - 5 arc the file header); 


byte usual 

value function 


0 

1 

2,3 


4,5 

6,7,8 

9 


10 


11 


12,13 

14 


15,16 

17,18,10 


0 

3 

0,7 

64,21 

76,20.7 

3 


3 


0 


204,25 

t 


4.0 

125,203,4 


flagbyie , 

number of sectors to load 
load address for the three boot 
sectors 

initialization address 
JMP instruction to bypass the data 
bytes (JMP S0714) 
maximum number of 
simultaneously open disk files (you 
can have open files to other devices 
as well). Each open file is allocated 
a 128 byte buffer. You can increase 
this number to a maximum of 
seven, but you will lose 128 bytes 
for every additional buffer, 
drive numbers supported - in this 
case drives 1 and 2. Up to four 
drives can be supported, and each 
drive is represented by one bit in 
this byte (bit 0 = drive 1, bit I = 

' drive 2 and so on). Again, this byte 
can be altered to add more drives 
to your system, 

buffer allocation direction (no, T 
don’t know what it means either, 
but apparently it should always be 
zero). 

boot image end address -i-1 
if zero, it means that the file 
DOS-SYS is not present on the 
disk. A nonzero value means that it 
is. 

starting sector of the file 
DOS.SYS in low and high byte 
format. 

I am uncertain of the use of these 
bytes. 


Note that the value of some of these bytes may vary 
from the above depending on disk configuration and 
customisation of DOS. The Disk File Manager (three boot 
sectors and the file DOS.SYS) form an exception to the usual 
rules for boot programs. Although DOS.SYS acts to all 
intents and purposes as a boot file, it has a directory' entry, its 
sectors are marked as ‘in use’ in the VTOC and it has a 
linked sector structure. The initial three boot sectors 
however are a conventional boot file with the slight variation 
to sector 1 described above. 


And that just about completes our discussion of Atari 
disk file structure! In order that you may leam a little more 
about disk files, I have written a simple sector editor but that 
will have to wait for the next issue. See you then! • 
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El 1 PEM MMM W I f HW WWWHWli W WW W # W W# W W H W H HW WHM 
HQ 1 PEN M SHOQl » 

KU 3 REH * bV HALCOLH ALLl^OH « 

ED 4 REH * ---W 

IV 5 REH * PACE HACAZIHE - EHQIAHD « 
EH 6 REH H KM Min i n i l M H i n i H mmm H Wi mW H If W P Pt M M W WW 

nn 7 REH 

HH 10 G05UB iflOie 
DQ REH 

JJ tflfl POKf 752, I SU=lliT( UZ-|l/5l7fl+I; IF 
PH=1 THEM PRfHT Uj", ";;lIiPUT HV^ : ZE 
LENfHU$]<5 THEN *«$I5*53=“ " 

J1 lie IF HVI-^'^AVE TDEN (iOTO I^OJB 
II IJB TRAP IbebeiPONE ?7pt;IE Pll=? THEN 
HU$ = QHS ;PRINT L;^% ■■;HUS 

AH 130 IF WJ$fl^ll="-R" AHA LEHCWI$>-1 THE 
H CHS CZ^='^R“ SPRINT "ItE^lQH V'^^CTD 4De 
KU 140 TRAP 16e00:S = ia-VALfHMf C3p3f MfA^C 
i;TfV?C4p417-e4|«ie;^$-HD&l^p5> :CH-PL«-1 
UZ 150 IF miSC2r33=*'H" AHP •' THEH G 

DIO ieoio 

AX IGD IF AMP 55=*' " THEM GO 

5ue leie^iF v-o then goto 10020 

KG 17D 3E mifC2p2T=-HP* THEN GOTO 240 
ZG lae H=ie-UAUfno5U^l?l^1A5C Em5(7^Z3 3- 
G4|«tB:R^=HP&(R p R] 

KV 130 TF RS=^' " OH HS='‘»" OR CPE = 1 AHO A 
5C|R£|>t?07 OR tP|. = -l AMD A5C(HS1<12B} 
THEN GOTO 10000 

HO 200 If %SO" " ANO Aft^ CASCES$)-ASC C5$l 
1{70 THEN GOTO 16000 
Fit 210 H=A5(; [R$] SIF H^IZO THEN H=tl-lJ0 
GO 220 GOSUB 1010!IF V-0 THEN GOTO 16000 
HN 210 0OSUB 2010£1F 0^0 THEN GOTO IGROO 
GO 240 n0Sl5,51=R$ ;TF Hl^S fZ ^ 21 THEN 

PP$CRpR]=" " 

UL 250 eD5UB Beie;ZF THEtt G 

OSUB 4010 

10 2G0 PR = 5:G0SUB 5DiB:G±riilF lf>120 THEN 
HZH-J28 

06 270 IF CPi^l AHD CH<40 DR ^<4013 OR tP 
OHP i^>79 DP 5>7Hn THEH GD5UB OB 

10 

RU 200 IF ** THEH GP5UP 7010 

LB 230 IF THEN PRINT CHECH 

MATE. GOTO 400 
5A im ch-rl:qo 5UB leio 

JH lie FOR PLAV^l TO lOOSNFilT 0LAY;? !? ! 
? :? 

50 120 Pl-PLH-1:GH$CZ.Z#4*=HU$!Z=Z4S:G05U 
0 6B4tG0T0 100 

RP 400 FDR DtAVTl TO 5O0;HEMT PLAV 
IF 410 PRINT ‘‘DO VOU HI5H TO 5At^E THE GAH 
C. CV/Hl*^:tNpyT pS:1F AHD aSO 

fHEH GOTO 410 

tr 420 IF A?-"V*' THEH GOTO 12010 
NZ 410 END 

MR OOQ e=llIF PL--1 THEN C-0 
EO SlB For V=143 TD 153;color C;P10T 70.V 
;DRAKTO 74pYtHEXI ¥:CrAB5«C-lJ 
50 520 FOR V=i T& 4!COLOR CiPLOT 70.Y!DRA 
UTp 74,V;HEXT V:RETURN 
EB 1000 REH 

QC 1010 y=0!RESTORE fSOOtHtREAC B 
TR 1020 FOR A-| TO flSREAD C 

un 1010 IF n s-CPPL then o= 1 !POP :return 

BR 1040 HEMl A 

HZ 1050 TF H<>00 AND H<>3i AND H<>76 AHP 
HOB2 AHC H0114 THEN RErURN 
00 IlOB RESTORE ^SeOTHrREAA B 
PO 1110 IF H-30 OR H-114 THEM 0=4 
UZ 1120 FOR Azl TO D!READ E 
XH 1130 C-A05CINT UR'SJ7EJ> tIF COO THEH 
IF CP-Sl/^Ci^PL JzE AHD C<3 THEN Vrl;F = E 

:a=b 

BT 1140 HEK1 A 

ZN ilGU If \f-B 1HEH RFTURH 

DL 11GB F=ABS(Fl;IF H>S THEN F--F 


HH 1170 FOB A-R*F TO 5-F STEP F 
FJ 1100 IF BD$TA,A1<>" THEN V=0 
DO 1130 HEHT AiRETIIRH 
CH 2000 REH 

ML 2010 V=l;H=ASC CfW$Tl,13> :Bz<5/10-fHTtS 
/lOl HH0;E = 21:IF PL = -1 THEH H = H412a:E = 
1 

DM 2020 IF PL-1 AHD ([H-OD OR H=?6} AHD S 
<201 OR rH=7B AND S<103 IHEN 0=0 
HH 2010 IF PL=-i AHD Ccll± 2 «a DR 0=2043 AN 
t S>10i OB IH=2eG AHD S>a0l THEN U~0 
LK 2040 IF H-aO OR H=20a THFN FOR K-D^IO 
fO Di^SO STEP IOSIF CHR$ IH3 =DD$ iK .K3 TH 
EH u=e 

PG 2050 IF H = BO DR H::20fl THEM NEHT K 
ZP 2060 IF 0:^0 THFN RETURN 
FE 7070 FOR L:=E + 13 TO t STEP 
HH 2000 IF DRSCL,L>=CHRS<H3 THEN BS=CHR$« 
HI:U=l:A-L:L-E 

Zn 1030 NtiCT L:aP5U0 lOlOllF V-O THEH RET 
URN 

PZ 2100 DR$CA,A3=*‘ » 

RH 2110 0=A-1SK=lbWB-lHTfB/43H6i-4HlHTCB7 

4> 

ON 2120 V=lNTCD/41Ni5EG0SUD 401O:RETURN 
HV 3000 REH 

ET 30JO V-1 !DBD$-BD$;DBD$tS^S3=SS:IF tfVS t 
2,2K>*^*“ THEM DHDSCRpni=" " 

UU 10'2O IF CH=-1 THEH FOR H=33 TO J1 STEP 
-l!U-ASC(DDDfCM,H3};1F H=75 THFN K=H? 
H±ll 

MU iei0 IE CH=1 THEN FOR »=11 TO 33ll4=ASC: 

CDDDS (H.HJT !1F THEN lC=H;lf=33 

HG 3040 NFKT H 

FD 1050 TMTS="tll”1143 ~J #10-10*1 -1 E13 
*21-13-21" 

ZD 1060 FOR B-i TO 3G STEP 1:F=OALItXTSID 
hD + ZJJ tC'l 

TH 3070 FOR H=K#F TO FM3#« STEP EllF H<11 
OR N>S3 THEH POP fOGTO 3200 
DJ 1000 IF ODDSCH«K3=" " THEN GOTO 3130 
YU 1030 H=ASC<DOdS [HpHli ;G:=H'1F H>120 THF 
H H;:H-12a 

UP 1100 ir DDIh$(N.N)-«'N^^ Ob AbStG-uHZO T 
HEH POP ^GOTO 3200 
VO me RESTORE 3SflDtH:BEAp L 
GF 3120 FOR f#= I TO ESREAD E 
DH 3110 IF CH-K>7CCNCMI-E AMD C-1 fHEH GO 
S4JD 3500 

PV 3140 IF CH-K7/tCKCHl'=E AHD h<S AND t>l 
AHD CM-6G OR H-76 DR H=a 2 OR H;;3a OH 
HII114] THEH GOSUe 15D0 
HK 1100 NEHT M!H=F«8tK 
JR 3130 C=C*l;HFHT H 
RE 3200 NEHT B:RETURN 

liL 3500 IF CHORE THEN PRINT " YOU ARE TH 

AJ ISIO PRINT *■ CHECK." 

EH 1520 H-iL :H-rHBtK:B = 36 : RETURN 
pu 4000 REH 

SG 4010 B=1HTCR/1Q}«1Q;C=R-R 

DP 4620 tt-al* tC-ll*lG: V= Z4CB-10J«1,7 

PS 4DJ0 tOLDB DSFOR H=e TO 13;PtQT H^Y*0; 

DRAUTO K#13pY+e;HCMT BfRETURH 
GD 5000 REH 

CD 5010 K=D:H=0!H=O!1F PR-S IHEH B-INICS/ 
lU}NlD:C=S-D:K=12a;H=l:M=S3? 

HR 5020 U^PfEKC03JN2S6#PEEK(8Bl M 
HY 5030 IF PR=S IHEH M=U+C*7+B*Ga:H”ASC(0 
0:SfS.Sll 

DP 5040 IF PH=7 THEM BrA-J!M=Ut<IH1fB/41> 
)^00O«ZN<D-4«IHIIB/4i>:H-A5C<Ph£(ApAlJ 
SH 5050 RESTORE SOOO^HlREAD TWlJ 
DP 5000 FUR 0-1 ro 14 
TH 5070 U = ASC CTHT^CRil-40;b;:PCUJi 
MS 5000 POKE X,D*K 

CC 5030 ll-ASC fiKTS(P*14tl-40:D-pCILF 
HF 5100 POKE M#1^V#H 


OE 5110 X=K440;HEHT D:return 

MO 0000 REM ■ JMI 

SL btlO IF tWSl2,21-"R" OR H=71 OR H=75 0 
R H>81 THEN RETURN 

MF bOlO IF THEN AS = ^-Y": PRINT 

*' PRtinOIES.^-lGDTO 0070 
HH 6030 PRINT "BO VOU HISH TO PROMOTE THE 
PIECE. IV7N1"; 

0G 6040 IHPU1 ASm aSO^'V" AND T 

HEH GOTO 6020 

HH 0050 IF A5="N" ARP <PL=1 AHD (16^80 OR 
t=70> AND S<20l OR IC=70 AND S<10>J T 
MEN GOTO 10040 

DH 6000 IF A^="N" AHD (PL^^l AHD UG-208 
OR G=2041 AND S>3Qi OR IG=206 AHD S>a0 
13 THEN GOTO 16040 

UV 6070 IF A&-"V" THEH BD3 IS,S1 = CHR$CASC I 
DDf CS^Sn #121 £RS = BD$(S^S1 £ HUS tS ^51 
£PR=5tG0SUB b0le 
PC GOao RETURN 

FK 7000 RCH ■asTaMi-TJilTiTiiMJfJra 
UH 7010 C^lilF PL=1 THEN E=Z1 
XZ 7020 r=ASC(SSl~PE»J2a;IF CEFTO AHD F<J 
201 OR FJ218 THEH F-F-32 
YM 7030 FOR L=E TO E#13 

DL 7040 IF DR¥IL,L>=" THEN DR&CL^L1=CHR 

S CFi: a=i:l-e#i» 

IK 7060 HEMl L :PR=7;G0SliB SelOiBETURR 
KH 6000 REH 

IF 8010 H=ASC t0D5fS^Sn :1F H>l2a THEN H-ft 
-I2B 

Cl 0020 RESTORE OOOOFHtREAD IKT^iPblHT TK 
TG; ;lf=ASiriS$J SIF M>12« THEN H-fl-l^O 
ZB 6010 IF 5$<>" IHEH PRINT " CAPTURES 
’''J£RESTORE 6OO0tri!READ lKT$:PltlNT THIS 
PA 0046 IF AND HU4 <2 ^ 2J fHEH 

PRINT MOVES TO **:«U$Clp4J 
OZ 0050 IE HMS C2p2i-i'H^> 1NEH PhlHf DROP 
S ON *'|IIVSClp4) 

AV 8060 RETURN 
TC 0066 DATA BISHOP 
AH 6071 DATA COLD 
DA 607S DATA NlHG 
ID 0076 DATA LANCE 
SH 6076 DATA KNIGHT 
JD 8000 RATA PAWN 
LB 0002 DATA BOOK 
ZO 0081 DATA SILUfR 
HD BOSe DATA PROMOTER BISHOP 
FN 8108 DATA PROMOTED LaNCE 
SZ 6110 DATA PROrtalED KNlGHt 
HL 6112 DATA PROMOTER PAWN 
RE 0114 DATA FHDMaTED ROOK 
GZ Oils DATA PROMOTER SILMFR 
TO ^060 REH ■JpifOaiTiira 
MB fOlO RESTORE 301B 

G6 3020 FOR A=D TO 74;HEAD B £ PC C A) =rB £ HEX! 

A £ RETURN 

B6 3030 DATA 0,1^2,1,5^6p 8,3>12^11„14,15, 
16p17,13*21*22^23^24,25,27,20^23,30,31 
,33,35,44,45,47,46,43^51*52*53*54*55 
DI 3040 DATA 56,57,50*60*61*61,64*32p36,1 
04,108,112p120*I 28*132p116pJ40,144,152 
,156,160,166*172 

PV 3050 DATA 176p180p184,168,132,J36,200, 
204,216,232,236,240,244,248,252 
DR 3066 DATA 065!EVH8jB;8BNOU0pUhl££SZ6ME 
GB 3071 DAlA 00135BHaiH734ZD0hplH^hjwi1rz 
HL 3075 DATA 00OH111IHllllZOOBvbbbOykiI#1 
fD 3076 Data ODeHlZ3CZ8;D;80O}NdrlqzUuHwH 
U 0 3070 DATA 0086;ZBGFHHOBQODHUlHDzHDzHDz 
ZB 3080 DATA 0013333Z1ZDI)X0Ob^wbezbdhibO 
PH 9062 DATA 0eOZ4HY3Z333CODDpu_] DhXHflHhe 
01 3001 DATA POCY1JYCYDZCZP00gvgyGVrhni[4bB 
X0 3038 DA1A 00;6;8;0;6?SS0DNwpupN^Z\hSDE 
NT 31DB DATA EDOHIZSCZO;0;6001HdllgiUhNvH 
VG 3110 DATA EOBO ; ZOGF N:K6684UHnzHUZH0ZHnz 
ZF 3112 DATA 002133113568|30Oe0eONVbOe0ww^ 
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VZ ?144 DATA AQI;^ZBHCHCHlIQD l wAztygygVCZ 
ND 5115 DATA F«CVI JVCVPZDZPtOgggyggrknwhfi 
TO 9154 DATA liXHZPZPZUA30D«8BilVlfHII xdIJ vl #0 
TT 5155 DATA Z>54 ^7UHS53ieazi 1 ivb0grilpbe<» 
Oil 9Z03 DATA ZD 11IHC lllHQQezbbbbgbbbby BOO 
TE 9?04 DATA BEZC9 Z-JSODHhH wHzgIzbyeoO 
910b DATA ZK0ZKaZK0ZK800HHHQKniHl4HHOQ 
FL T20S DATA OiZH^iZDi;7 I BOXvctFb?111IbOD 
OD 9110 DATA 0gLFLHUY99A30efgI I 1ZlcyUDBO 
kL 9211 DATA DViTH>>H£;Htlicefl£zgztDgDgyogOB 
lib 9l?(i DATA UVPDMZJ; 3 ; 3 ;a 0 e_ j<iit(wllwHiiOfl 
OD 9236 DATA 0;0;EZCHZ^;50;NVHwHrg]zbyBflU 
EF 9230 DATA Z«8Ztt8ZkDZiCD0 HMNHDMnaKztHHOy 
K9 9240 DATA ;; 0061; bOOOOOOpUHIIl rppppp EBB 
CM 9342 DAlA ZIHCHCHOZOMAObbygygyozlvbOB 
HT 9241 DATA BU;FR>HCtiCHCO:szgztpgcgvageu 
CH 9b«0 REH EianaiXEI 
LB 9506 DATA 4,11,5,-9,-ll 
Ey 9571 DATA 6,11 ^ 1 0>^ 9,1, -1, -10 
2D 9575 BATA B,11,10,9,1,-1,-9,-10,“11 
El 9576 DATA 1^16 
UX 9570 DATA 2,21^19 
DH 958D DATA IjilB 
VH 9503 DATA 4,10,1^-1^~10 
9G 9563 DATA 5^11,10^9,-9^-11 
MZ 9590 DATA 0,11,9,-9,-11,lO,1^"1."10 
FC 9600 DATA 6,11,10,9,1.-1.-10 
Eb 9610 DATA 6,11,16,9,1,-1.-10 
EJ 9612 DATA 6,11,10,9^1.-1.-10 
Dy 9614 DATA 0^16,1,-I,-10,ll.9,-9,-11 
FU 9015 DATA b,11,10.9«1.-1.-1# 

TR 10600 REri 

ME lAOlO DIN PCC741.DDS(1061 pDBD 9tl6S) 

£(51 ^DBS(461.TMT$(361,A9(0J,R^(11^S£(1 
>,6H£(10Oe] .G£(25el166 sue 11006 
FH 10620 BD9 = "i WM ii WM li W M> MM:iM!l>l1i!Tl W □ 

«pppppppppil B R ltLH5GK&5IIL»*- 

FH 16036 

":Pl.-l:2 = i 

JP 16040 6RAPH1C9 0:SETCDLOR 1,0,15;5FTOO 
LOR 2.e,0:5ETC0LOn 4,a,6:CDL0R 1 
RR 16050 DATA 15.5.0 ^ SliObI ,5.5,153,987654 
32i,34.5/5,0BCDEFGMI^37.5rie,KHD65FilP 
12 16066 5zpCEK(fl910256+PEEK(a81SBEVTDHE 
10656 

LL 16670 FDR A=1 TO 4±READ X,V,THT5 
BL 16080 FOR B=1 TO LEH(TKT91 
Ee 16090 R=^4T»404K:D=A9C(TXTS (BjBl<l iD-D- 
32JE-PFFK(7561*256:E=EtDM0 
OD 16106 FOR C-O TB 7=P0Ht n+CH46+XjPEEKf 
CiCl^HEHT C 

CM 16116 R = R4iiIF A a THEM X = M^1 
5H 1012B IF A>2 THEM V-TUZ 
Gb 10130 NEXT BiNEHT A 

TT 16140 FOR A-0 TO 159 ^TEP 17:PLOf 71,A 
:DRAHT0 224,A;HEXt A 

60 1015^0 FOR A~0 TO 144 9rEP i6:PL0T A«79 
,0;DnAHT0 A179,153SPID1 RtOO,0:DRAHTO 
AfBO.153;NEXT A 

TO lOibO PLOT 244,12fDHAKTO 3l9.12:PL0T 2 
44,d;DnAUT0 Z44,159;PL0T Z45,0;DRAUTO 
345,159 

VH 10210 tosye 9eio:GS-"XRB&^LiiPrbBinp'':M 
-PEEX(091 W256 + PEEIt(86J *712; T = X:K=6:H=G 
KB 16220 FOR A^i TO 14;IF A"!! INEM KzKF7 
20 

DU 10230 IF A-9 IHIH H;1464S 
HP 10240 H^ASC(G£(A.A>] 

DV 162^0 GD5UB 5050;XiXtlZ6;MFXT A:PR-5 
m 10300 RFN 

VO 16316 FOR 5-11 TO 9lsJr BD9<5^5M>'' " 
AND DDS(5.5}0"«" TBEM G0SU6 5010 
MN 16320 HEX! 5;PH=7 

Un 10330 FOR A=1 TO 40:TF Dn5tA,A)<>" " 1 
HEN tiQ^Ue 5616 

KO 16340 NEXT A]GD5lJB 500;^ SRFTURH 
2 h Papgc 6 “ l-ssue 25 


PLAV HDDE 


1C ilOOO REN 
SJ 11605 GRAPHICS 0 : Dt.-PEEK (560 J ♦2S6*PFEK 
f56il:P0KE eL43,71:POKE DLt6,6 
HR llOlO POKE a3,3:SETC0LDn 1,2»15:5ETC0L 
OR 2,12,4l5ET€DL0R 4.0,0:? " 5H0CI 

I* 

GN 11020 ? "14 BO VDll HISH TO*':? 

OR 11030 PRINT ^'1. REPLAV GAME HD.I.":? 

5P 11640 PRINT *'2. REPLAV GAME MO.2.":? 

U 1 1 IB 45 PRINT " 3 , REPLAV GAME HO. 3 .":? 

5V 1J050 PRINT "4, ENTER A PRFViaU5lV 5AU 
CD GAHL.";? 

BH 11B55 PRINT ^'5 
yED CAMt.^':? 

IX liObB PRlXt ^^6 


REPLAV A PREVIOUSLY SA 


PLdV A NLM GAHE.’*;? 

UA 11070 PRIHT "7. GAME IH5TR11CTI0H5 . " : ? 
HO 11600 INPUT 5^5IF flSG(5SJ<49 OR A5CI55 
l>5^ THEN GOTO 11010 

00 11B96 PH-1;IF UAL(5S)<4 THEN G05UD 200 
16 * EVAL-1J MlOO:PW=2 
01 11106 IF 55="4" THEN GBSUB 13016 
¥1 11116 IF THEN Plt=2;G05UB 13016 

Ml 1112 D IF S^-*"?** IHEH GQSUB 140ie$G0TO 
11016 

DO line RETURN 
MU 12006 RFN m^SSM33Sm 
Hf 12610 GHAPHIBS 6:TRAP 12BiaiCLD5E fil 
EV 12626 PRINT g iTMi*1T4gir?Ma6.IM (C/ 

Dl" t? : INPUT R$:IF AND HS (>"»•' 

THEN. GOTO 12820 

EH 12036 IF RS="D" THEN PRINT ■*41 

HD 12046 THT$(1,2?-"D;'':1Mi:lt3>=A$! TKTS (t 
EN(TX1$>11>='\DAT";1F HS='*C" THEN TXTS 

i? 

DH 12066 OPEN D1,6,0,TXT5 
IL 12076 B=IHT(LEN(GKSJ/25B3:? ttliO 
(tE 12066 FOR A = 1 TO 64|;G£ = GHD:? ttl;G6 
D5 12096 IF A<=B THEM GHS-GH^12511 
BY 12106 NEHT A 

HK 12116 ? HIJBPS;? HliDfiSlI HIiZ:? Bl;PL 
1C 12128 CLOSE Hi:EHD 
OC 13060 REN ■RUM«r:n4 

6F 13018 GRAPHICS 0;1RAP 13010IDLOSE fll 
IL 13620 PRINT IB/ 

DJ":? : INPUT RSlIF RSO"C“" AND RS(>"D" 
THEN GOTO 13026 

EP 13036 IF R£z**D" THEN PRINT "A 


A HE FILE NAHE - IND EXT ■•'3 


:1NPUT aS 

XF 13040 TKTS (1,21="D:";TK19(31-AS:T«lS(L 
ENCTXTSi 41J=+^.DAT^':IF HS="C*' THEM TXlS 
= "C:" 

LA 13650 ? ;PR1HT - K a?T^WN:!DCJ:1 f B 

;ghS="*' 

DO 13660 OPEN 111, 4,6 , TMTS : INPUT HUB 
BT 13076 FOR A = 1 TO RtlLlNPUT »i;G5:GHS(L 
EN(GHSl9|i=C£;HEXI A 
ZG 13006 INPUT HI;BDS,DRS,Z,PL 
ec 136?0 CLOSE Hi; IF 9S=‘"5'* THEN GOSUB 16 
026:GUTO ID# 

Z6 13J0e GBSUB lDD4D:GBTa IDD 
BL L4006 RCH ■lTA»<Mid l D*iE^3rHM 
Ml 1401# GRAPHICS OzSETCOLOR 1,D.iS£ SCTCO 
LOR 2,0.0£SETC6L0R 4.12.4iPOKE 02,0:H- 
6 

EV 14U2B PRINT '"K 

Ml EH J 351 W' ■ 1 P n IN 1 »^N**NN#N M NR*HHHtN-N H 

GN 14036 PRINT AMo * |f 4H\-' 

JM 14046 PRINT HWVW\**** 

0 «•»!»—r-** *n» 4|;6| * 

/ \ |K fll* «'■; 

SC 14050 PRTHT 3*CN | »/ 

t \ Q )» 1 4HE «FN--H---" 

It p \# LIHWflNWNb"; 

Z 14060 PHINI "«PPPPPPrPPiGP44* \ □ *1 


B 


R H0W 5 


I ■ •*! 

i miN iiN W 


■ \ \ i^NN 6 

I vG* \ N \*/ m»; 

HU 14B/0 PRINT "RLM5GKCSNI *I«4 t 

* \* «b* W W WXW W MK M I I K M MK H M 

/p\ v; 

BY 14000 PRINT ■■M98Z654321 

RT 14090 POINT '* THMrnrin.M N=iNTTfflT^BOTB 

:POSITION 0.15 

JJ 14106 PRINT "HDDHS, BlSHUPS £ LANCES N 
ay Novt ODy distant* in dirfctiOAS 
£huun by slraightiines." 

PI 14110 PRINT "KINGS,GOLDS,SlLUEftS^KNIGH 
T^ 0 PAhPtS Hay Have only to sqUdPtS Sh 
Dim by various synhols^^ 

EC 14126 PRINT "1ANCES^KMItHIS £ PAMNS HA 
y fi6t l%cue . bac hoards : G6SUB 15066 
fS 14136 PRINT "PrONDliOA ipne - opportertt 
s stt-up artai- Pieces nay pfANDto When 
they Hove iftto OF OUl Of their ■*: 

RE 14140 PRINT ■'pf DNOt iAFl ZOn#.":? :PRlHT 
"Pifies Hust always haV# a legal HDue 
thereFAre PAWNS and 

JG 14150 PRINT *'LANCE5 Hust proHote DR th 
e 910 RANK, KNIGHTS NVSt proHOte oAtb# 
atN nr 91tl RANKS. "IGOSUB 15D0O 
SO 14160 PRINT ■■KINGS OF C6L D6 do not PFC 
Hote. SILVERS,KNIGNTSpLAHCES A PAHN^ 
prOHOte to GOLDS. 

ZA 14170 PRINT "PROHQTEb ROOKS and BISHOP 
S gain extra homes as shown an their 
di agraHS. ■■ I ? 

OH 14 180 PRINT ■■PrortOted pieces revert to 
their nr iginalraAh Uhen c apttired ,*■ :C0 
SUB 15000 

Zl 14196 PRINT ■■Captured piECOi Hftybe dm 

pped back onto the bOird on an eHpty s 

qiiare instead of NOViny a piece on 

ru 14206 PRINT " the bDard." 1 ? iPPINT "PA 
# 

HNS Hay not be dropped oh a file where 
you have another pahh or cn the 9TH ", 
HE 14210 PRINT "RAHKEANEES £ iNlGHIS Nay 
not be dropped on the OTH Dr 9TM RANH 
S.^-; £GOSUB 15660 

OM 14220 PRINT ■■The Object of SHOGl iS tO 
EheckHate the KING exactly 05 in CHE) 
S." 

UV 14230 PRlHl ■'Hoves iPE entered by coor 
dinates. Souarcpiece an (no.7letter! s 
quare HDMed tD (no./letter.1 then"; 
su 14240 PRINT ■' RETURN, e.g. 7G7F TC 
drop a piece -nn the board enter piecec 
ode letter then » 

RH 1425# PRINT "then square dropped on I 
no./letter.) thEn return, e.g, GROE 
";;G6SUB IBOO# 

FR 14ZbD PRINT ■■PAHNS Hiy not be dfqppfd 
onto the board tO giVE CHECKnfllE.*^ 

IT 14270 PRINI ■■Tor CHECKMATE enter HCVe 
then ■ = ■ e.g. 7G66-" 

JI i42BO PHINi ■■To RESIGH enter ■«■'■ 

EB 14290 PHINI ■'Ihf ga«e H.-^ves and pdSili 
«n Miybe saved at any tine by entering 
SAVE then preS£ RETURN KEV," 

VE 14300 GOSUB 15OB0£T 

5Z 14316 PRINT "Miin displiy thDWS captur 
ed pieceg on le(t then beard then pl 
ere recognition display. ■■; 

KH 14320 PRlHI (MCRMAI / PHOHOIED SVNIOL 
SI";-' :? J GOSUB 15006; POKE eZ,Z:RElUHB 

Ph 15660 POKE 75Z,l:0PEH Hi.4,6,"H;":^ " 

UJ^KIW1=IH'-; 

PF 15610 GET ei.AilT R-25S THEN GOTO ISfll 
0 

OJ 15D2U CLOSE HI 









FUTUREWARE 

35, London Road, London, SW17 

Tel. 01 685 1476 

Two NEW 8-bit ATARI games for XL/XE 
computers now available: 

THE QUEST OF THE 
MALTESE CHICKEN 

Arcade game, good sound and graphics 
Disk £9.95 — Cassette £7,95 (4Sk) 

THE ORB OF ZARRAMIER 

48k Graphics Arcade Adventure, 

Over 200 rooms to explore and map 
Disk £9.95 — Cassette £7.95 (48k) 


Also .... SIDEWINDER XL/XE 

Plus ... SIDEWINDER ST version 



6E SeeC 7B6C S«5D 6C7B «9t«c 7BaB 

t»7B BBSfl IBfC 7B7C W*7 

t «i 

HJ 78870 7C7t BD7D 7F 

71 7BaE SI7& BESD HW7F 7E7^ 

BCtB-" 

EE :2tI0Be RETIJRH 


CflHE HD . 2 


UP 28116 ^H£="7C7F ACBD 71BII 7a6B SE^F 
SB 2nBH 3C^II 8G«F ^14H 5A4B 4H3n 

4BiB ^tl2tl iClD IGIF 3a4B I13H " 

KA 28128 &h£ C18JiS±^^4b4F 7C7D 6HB& 61 

7H Sfl7C 3G3F BOBE flH76 ^tSF 4B3C 

7H6H 8B8D 6H^b 7B7E SH7H BB/D 2681 
B '■ 

HP Z0138 GH? C28iJ=''7F7E 6B7E P«?e P*?l= 7» 
7A^485C 7C&E 6FbE 2B9ltBI5B 6C6D 

6F68 5C8P 7A6A PMbF 8tZF 7F7 

UV 20148 (101)-^'7l17b 5I7G 6A6B ^B^B BB 

EC RM6H NM4E 7E2F 6660 7DBD ^»7E 
7E6F 7GflC 2F6B4P«7b IF IE SM^HtlElD PWl 
B " 

¥1 201S8 Gll^f4017=-^3F3E BG^t 3CSD 5DSE PM 
SD 4AbB 6B3E ^oao 6F^E P*3q IE3C + 2A3E 
pkIGO ll«ZB 3B1C44B3C N*4E 3C3D PPIC IB4 
B " 

AO 20168 GH0f^817=-'4E5Ct4fl3C 3EIB 2B3B SC 
5B B^IF 2H3C P*3E C#2E P»SD 2E3E SPSE 
3G3E 4C4D Htt2E 3C4C 4HSC 4C3B 6B4B 3B2 
B " 

PH 26178 GH9<601>='<2E3C + ZB3C BC4{; 3i:2B 4B 



¥B 15048 FOR fl^l TO 0‘P05IT10H 8,14*A:? 

*‘;:HEKf 0 

JH lEOSO P051T10H 0,14^? ^HETURH 
Ok 16880 PRIMT '■ILLEGAL kOVE . PLEASE REtH 
TEn«";GO^UB 16^aa;GQTQ 180 
Ul 16078 PRINT ■'ILLEGAL DROP. PLEOSE REEH 
TER.'':G05UB 18680:64170 lOB 
HL 16040 PHTOT ''VQII Ki^T PROMOTE THE PlEC 
E."EG05Ue 1B500:G0TD €038 
HJ 160€B RH-l!COTO 100 

EL 16508 FOR OLAY-l TQ 100;HEMT OLAY:7 :7 

:7 :? :RETURN 


GAME HO.l 


m 20010 GHS = '^7G7F 3C38 2G2F 4C4D 314H 3A 
3B 6G5E 8B4B SIGH 5A6B 6H7I1 bB?B 4lSh 
708B ?6?E ?q¥D 4HBG 4A50 5F5E 7A7H 

AR Z8DZ0 GHSCiaii=^''565E bCOO 71bH 3046 bG 
6F 5B6C 6F6E 6DiE BF6E P*68 6EBF 303E 
2F2E 2SXC IGlf iClD 5H6G 7C70 6I45G 4B3 
0 

FR 20838 GH£C28i>±^'4G4F 3CSA SI12F 3B3D €1 
6H 7A30 5F46 4C50 3G3F ZC7D 7E28 3E3F 
282C+3F3GF2C3C 3D3C ICSE PM2H 2I3G 3C3 

fi+" 

DO 2«e4« GHS C3«l] =<<2F2A4HH6E SGbf 2H23 44F 
3E 9B5E P«^B ?ASB P*5C 1B9C 
HM8F 7076 OF^D 0070 4F4E 2111 4E48 LH? 
ft *■ 

OK 28000 GH^ C481]-*'P«3B ?ATD 3B3A4P)«4E 3A 
4A 5A3C 2030 PH3A 4ft3A 4F4Gt4D4Ct€C68 
PM6C €Bb6 4CSC bftSB BCOB BBSO L«6D BH4 
B " 



3B=*< 

EH 201B8 RETURH 

ON 20280 HEM 

JP 20218 GM5=«7g7F OCOD 716H 3C3D bM7G 7ft 
6B ZGZE 3A4H 3I4H 4A3B 817H 5C€D 5GSF 
5ft4A 5161 6ft5B JCIF 4C4D IGIF 1618 

RG 20228 GHf C181I="415H 4B3C 8H7I 2838 bf. 
6F 7C70 2f2E ItfO 7l4F 8fl7€ YGOF 9A^C 
4F3& 304B €171 4030 7lSli 3026 5^66 BOO 
E " 

Z J 28230 GHS C2ei>=<'4H5G 8040 bGbn 6B4q 4€ 
4F ib9E ^F?E 9C3E PW^H 4B6D €H5G €056 
3G2F 6C60 5€6H 6B€C 2I3G b66E 6E6E 707 
E ■■ 

Al Z8248 GK5 C3«1] ="4F4E 7E7F €C?F P»7E 7F 
bF 6670 2C2D ZC20 PM2E 202E IGzE PitZD 
ZF36 70tE 3G7€t6E6F 7G6F 2C2E btiOG G«7 
F ■'^ 

HE 26258 GH$ (401 ] ^^'7670 9b10 70AE ^090 OG 
7F 7E7F GW66 Htf^F ftH71 PMOH dE7F flOai* 
73bH ?F8H#7Hb& ?£?HT6C5C 4CSC PM20 ?li9 
I " 

CH 20268 1^H5C58I]="6H5G Ptt€0 HH3G LH2F 2H 
bn 2F2GF5F5E H«6E 6FbE 606E 7E6E 5*60 
5E50 606E 5D5Ct5»SE 5G4H P«5G 6G5G patb 

r ” 

GC 28270 GH£ C6eil='*564G B*3H H*4I 3H4Ct4K 
4G 5F5GF5H5G G*5F 4G5I1 5F5€ 41SG R*2H 
5*4H GHbd 5H€H ZH4li'»P«5H aH7H 6H7H ¥A? 
H*" 

OH 28200 CMI C701>=''7H7G Sii7F 7G8E ^HOG OF 
7E flGOEi" 

CO 202^8 RETURN O 
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The XEP80 

Atari’s 80 column board and 
printer interface 

by John S. Davison 

For me, an avid 8*bit user, there was une 
outstanding item at last year's PC.^^ show. It s presence took 
me completely by surprise and generated more excitement 
than any of the myriad other products on display. I found it 
on the Atari stand, seemingly unnoticed by the passing 
multitudes. 

‘It’ goes by the catchy name of XEP80, It’s purpose? 
Wait for it.,,.to provide a high quality 80 column display for 
the 8-bii machines Yes folks* Atari have actually gone and 
produced the 80 column board we’ve all been longing for for 
all these years. And it’s a cracker!!! 

It plugs into the joystick port and is driven by a handler 
booted from disk. You can use it straight away with BASIC 
and other programming languages* but unfortunately not 
with Atariwriter, An Atari representative said he thought 
this anomaly would be handled in one of two ways. Either a 
new version of Atariwriter Plus, or a special add-on 80 
column driver would be produced for ii — he wasn’t sure 
which. He said he expected other producers of serious 8-bit 
software to support it fairly soon. 

Don’t forget you need a decent monitor to make use of 
this device. Atari were using a Philips monochrome monitor 


for the demonstration, and the quality in 80 column was 
nothing less than superb - the text was rock steady, razor 
sharp and perfectly readable. As well as displaying normal 80 
column mode text, the XEP80 has one or two additional 
tricks to offer, too. Text fields can be displayed In normal or 
inverse video, and as a steady display or flashing. You can 
also choose to have the cursor flash - no more losing it on a 
screenful of text! There’s also a double height character set 
you can use for headings, menus, etc, and the full Atari 
character graphics set is available. The device has it’s own 
8K memory and this is accessible to the programmer, 
allow'ing use of custom character sets. 

As if this weren’t enough, Atari have included a 
standard parallel printer interface on the back of the box, so 
you can plug in any Centronics type printer. It sounds as if 
this device could be the basis of the rumoured ‘Amstrad 
bashing’ word processing package. 

At this point I w'as reaching for my cheque book, but 
unfortunately the XEP80 w^s not available at the time. The 
model on display was one of only two in the country. The 
goi>d news is that it is scheduled for the end of 1986 and 
should be available in the shops by the time you read this. 
The cost? Somewhere around £70! 

I guess this has just solved the problem of what to buy 
with all that money you were given for Christmas! 1 just 
can’t wail to get my hands on one! • 


2 BIT SYSTEMS: MUSIC PRODUCTS FOR THE ^8K ATARI 


REPLAY 


MIDI MASTER 


Replay !S 4 oomplel:? 9y’&t]Qfn 

iNai allows you 10 pcvducfl real speodvimisfec ori 
any ATARI. 

Fmmiurm*; 

' Sarr^la rat^ soiedabie Imm &Klu lo 2lKhi 
“ ^arr^pi* pnaytMCH ihrcjugh TV/Mof¥tC¥ 

• Allows h? tm mA m yoor own 

prDQrarm 

* Suppli«d on ewtrid^D. m uS«f nwiory l»t 
" R*fiOftls ^nom HIFI or ftirtarnal recorder 

Also inthxM in Itifl REPLAY FiacKag^ 
{avail^Na saparaMy). 

Digidnjfn: Oignal divin sequAfwar (no hflidwara 
r^Ljirad), allows yoy Ip your own Diym 
myltims uwg 6 iampM Anm sounds’- 

Dhgisymti: $irr^ £aiTipje s«qd«nc«f (no 
nardwi^a nequirsd) aNDwS yu lo play luna& 
■usirtg swnpM &ourtd& (dog twits. ^uilAfa, 
v»MS aic.). 

REPLAY syslam (caft^Klga, software, Digrifiifn 
anp Df^risyniri] -oniy 
DlGIORjUM^'SYMTH only 

r 


COMING SOOHIII 

tTttPUr+ 

ucamiB 

BXfWJKtfPITOK 


A lull f«alure MIDI Hit^rfaca lor your ATARI, 
allotfvs you Kj taK* luM conlrol ol Synttis, 
drumMitS #tc. 

Fa«lun»A: 

' MIDI irvout cabl05 idr easy oonnedkin 

• 8 Tfsek RaaJ lima fi«qwrc«r wHti itmpo 

E^radjcn- 

^ Casio CZ voice edilof ( bIIOws you to 
edit and siors voices on [>sli/Tapo!l 

* Yamaha OxlocVSl series votce ediM 

^ Music player program (allows you lo play 
lunes from MuM oomposw or AMS via 
MIDI) 

NB: we wiir be producing olhof voice edilors 
for diltarertt Synl05, so if you own a drffaronl 
sypih, gel vn touch. 

RELEASES _ _ 

To orhartc* MIDI MASTER lo indude a 16 
irac* pqriyptioriic sagueowr and a toore writer, 

PHiC£S 

MIDI MASTER interface plus software 
E27.50. 


ORDER FORM 


Please send me- 



Replay Syslenn(£} on DiakyTap*^ 
DigiDrum/Synih Twin Pac:h(s) on Olsk/TapB* 
MidiMasier Interfacefs) on DiskHTape* 
Percussion Master Systom{s) Dltkn'i^w* 


I enclose a Chei^ue/Postal Order* 


for £ (Payable to 2 Bit Syslems) 




PERCUSStON master 

A high quaMly professional drumklt lor ih# 
ATARI. 

’ Ext^fnal D/A and hlter lo ensure high 
quetiiv ^ourKl 
■ 9 Sampled drum pounds 

* Polyphonic Rhythm edilof using pull down 
mefHjs and windows 

* Capability to load new drum sounds froifi. 
DisK/Tape 

* Includes enhanced version oil REPiLAY 
software, allowing REPLAY ownefs to 
sample sounds with a fer greater rssomtron. 

^ 3 Cbannel potyphonic 
' 100 soog entries 

* Audio cxilpul via iv-h 
PRfCE 

PERCUSSION MASTER hardware + 
sottWiW £29.96. 


Name 


Address .. 


PosioDde 
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Sent! lo; 2 Bit Syslnns,« Mpfcom Road. IXjnstafiii, Beds LUS4EG. 
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ON THE ATARI ST 



Whethar you're creating simple designs, 
storyboards, or complex professional 
presentations. Art Director gives you every 
tool you could possibly need. 


RBCDEFBH?J 

KLmnnptiRS 

TUUUJHVZt2 

345B7890?i 



Hene's ju$i aiostd of ihe features included: 

Turn any port of your design Into any shape or 
size of brush 

* Oisiort, bend, and chan ge itie pefspeciiwe of any 
element of 0 picture 

iii sixteen colours In each of two palettes avalloble 
atony one time, all of which con be almost 
infinitely remixed 

:{: Use linrte cycling to run lest anlmofion sequences 
if: Smudge, smear,scrape, rotate, shave-all the 
lools of the prof eKiional graphlcortlsloreotyour 
disposal! 

The unique double-screen tacilitv allows you to create 
piclureslneochoflwoscreen-slze panels, or mix texl 
usirtg Ihe fanls supplied, then preview on screen Ihe full 
A4 artwoilf in colou r or shades of grey. 

Art Director is completely compatible with Film Direcrw 
□nd Fleet Street PubI isher, ond i 5 su ppl led complete 
with demo files and comprehensive monual. 

£49.95 Inc VAT 


i 


S 

3 




For home movie-making and 
professional animation stud io work. 
Film Director allows you to create, 
assemble and control on screen 
every element ot an animated 
sequence. 




Here'sJ ust 0 brief look ot who! you con dO; 

Cut, displace, reflect, Invert, copy, and eniargs 
pldu re elements in individua I fra mes 
4: Change and rnlx colours 
4: Zoom edit ol pixel level 
^ Projectihelilm forward or backward, at normal 
speed, in stow motion, or step-by-step 
i{i Addcaplionlng, music and sound eltecis 
^ Down loud the finished film on to a vl dec ccsseite 
recorder for presenlalians 

The picture elements con be canstrucled from Arl 
Director, Neochrome, or Degas files - o conversion 
program is Supplied. Eoch fiim sequence con be uptc 
2000fra mes long, and can be projecled at whale ver 
speed youwish. 

Film Director is supplied complete with demoflies end 
0 comprehensive user manual. 

£59,95 inc VAT 



FLEET 

STREET 


CITY OF LONDON EC4 


I 



Desktop publishing really comes into its own 
on the Atari ST, and the Fleet Street series uses 
the machine to its fullest capabilities. 

Giving the user total control aver lexf, graphics, and the 
complete page. Fleet Street Editor enobles novice and 
professional alike to produce finished iiuges (hot would 
hove cost hundreds ot pounds each using iradlhonol 
methods 

Features Include: 

^ Direct text entry or I mport from other word processors 
!|: Wordwrap, hyphenation and justification, kerning, 
and propo^onal spacing 

* widow-ond-orphan control, lobulation and indentation 


4: Multi pie fonts, point sizes and styles 
Grophics library supplied-you canolso Import your 
own graphics Trom other soltwore or through a 
digitizer 

ij! Full text editing and text O'nd graphics manipulotlon 
facilities in page make-up 

Any poge size from A5 to loblol d or u ser-delina ble. wllti 
any number of columns ond variable margins and 
Qulomotlcally computed gutters 

Fleet SIreet Publisher runs under GEM and will output as 
slondord loo del matrix printer. Laser printer drivers will be 
avoilabie In the New Year, together with odd liional fonts and 
graphics libraries. 

Fleet Street PuWisher is supplied complele with compretiensiffi 
manuol. 

£115 inc VAT 


j More detailed brochures on each of these 
packages can be obtained from Mirrorsoft at 
the address atthe foot of the page. 

For complete hardware-ond-software 
packages,contact: 


Andromeda Software, 200 Brent Street, 
London NW4. Tel: 01-203 6366 

SDL, 1 -4 The Mews, HatherleyRd, Sidcup, 
Kent DAU4DX.Tel;01-309nil 

Haba Systems Ltd, Lonbridge Delta, Pier Road, 
Nofth Feltham Trading Estate, 

Middlesex TW 14 OTT. Tel: 01-751 6451 


P5 Don't forgot Mirrorsoft publish go mas 


forthe Atari ST root 



Mi 


Moxwell House, 74 Worsmp Street, 
London EC2A ZEN 

Tel: 01-377 4645. Telex: 586048 BPCC 6 
Fax:01-377 0022 





















































HinTS 


101 ST HINTS AND 
TIPS 

(well a few!) 


I was recently speaking tt> cine of our ctintributors 
along the lines of 'Did you know you can when it 
became apparent that we each knew a few tip^ on using the 
ST that the txher did not know yet both thought everyone 
knew^l Soj in an effort to docutnent the (possibly) unknown 
w'ill start this coluinn. It may only run for this issue but at 
least you will know where to find it. If any readers have 
discovered other hints or tips for the easier use of the ST or 
know of any we have missed please let us know and we w ill 
include them in the next issue. 

SELECTIVK COPYING; Hold the Shift key while clicking 
on files to copy. This way files can be chosen at random 
instead of in blocks, 

STOP PRINTING; If you have started a screen dump and 
for some reason wish to abort, just press 
ALTERNATE-HELP again, 

CHANGING ICON NAMES: If you want to label your 
drives in a more meaningful way^ for example 'niain drive'' 
and 'backups‘ or 'top drive’ and 'bottom drived click on the 
icon and then drop down Install Drive from GEM. Delete 
the current name and ty^pe in a new one. Once done save the 
desktop to the disk that you wi^h to use for booting up. You 
cannot change the Trash Can name in this way but the 
DESKTOPJNF file can be loaded iato an ASCII word 
processor and changed provided chat you don't use a name 
longer than the existing one. Just resave the Desktop again 
when it has been changed. 

CLEARING INFORMATION: In most cases the ESC key 

will clear an existing filename so that it is not necessary to 
backspace. This applies to filenames in Selection Windows 
and also to the Control Panel when you want to change the 
time or date. 

DISK DIRECTORIES: To find the contents of a disk 
quicklyj open a window on a particular drive and then insert 
a new disk in that drive. Instead of double clicking and 
opening another w^indow just press the ESC key, 

USING INACTIVE WINDOWS; Normally if you want to 
copy a file from an inactive window you click on that 
window, drag the file across and then have to click on the 
original window to re-activate it. By holding ihe right hand 
iwouie biitWfi at the same time as clicking the left button* you 
can select files for copying from inactive windows thus saving 
some considerable time, 

I hope that a few of the above are new to you and will 
help you use your ST m greater effect. As I said above if 
YOU have any hints or tipsj please let me know, 

Les Ellingham 



Microdcal should by now have Karate Kid H out and if the 
game is anything like the initial graphics then it should be a 
stunner. Those graphics stopped every passer by at the PCW 
show^ and some of the action is said to involve the full screen 
graphics. The game closely follows the film and, in addition 
to fighting* involves such tests as breaking blocks of ice and 
catching flies with chopsticks! 'Fhere are no points* no high 
scores, just survuvaJ and the chance lo become a hero. 

Another new one from Microdeal for C programmers is Easy 
Record a file management system for programmers lo keep 
and access data records in an orderly fashion, A scjrt of dedi¬ 
cated database* it sells for £39,95 

Interface Technology in the States has announced the 
development of an adapter to allow the 520 SI' or 1040ST to 
be used with a standard IBM style (TTI./RGB) colour 
monitor. The unit plugs into the video output and simulates a 
Colour Graphics Adapter with 8 colours in medium resolu¬ 
tion and 4 colours in low^ resolution. Also planned is a compo¬ 
site Video Adapter which will allow the use of a standard 
mono monitor in the low and medium resolution modes. 
Price of the first adapter is S49.95 and details can be obtained 
from Interface Technology Inc,* 14440 Cherry Lane Court* 
Suite 219* Laurel* MD 20707, U S A. 

Robtek have a special Christmas offer* Macro Manager and 
ST Tcinlkic btith on one disk for just £44.95 a saving of over 
£15. Hurry* Christmas is nearly over! 

Epyx and U,Sr Gold have just released World Games at 
£24,99* a follow^ on from the highly popular Summer and 
Winter games but this time featuring sports that don't make it 
into the Olympics. The game includes a world travelogue and 
features such sports as caber tossing, cliff diving, bull riding 
and log rolling. The graphics are excellent. 

Kuma keep them coming with a new GEM based word 
processor called K-WORD and an improved version of their 
Gomms package entitled K-COMM 2. Also recently released 
is an upgrade to K-GRAPH. K-W'ORD and K-COMM both 
retail at £49,95 and arc up to Kuma’s usual standards. 

.Metacomco have released two new languages for the ST thus 
extending the scope of the ST even further. Cambridge 
Lisp is said to be the most powerful language yet to become 
available for the SI' and BCFL is a powerful programming 
language suited to a wide variety of applications from process 
control and operating systems to applications and games, 
Cambridge Lisp is £149.95 and BCPL is £99.95, 

First releases from XLENT SOFTWARE (UK) are Mega- 
font ST at £29.95s Typesetter Elite at £34,95 and Write 
90 at £19,95, Megafont has been well knuwn and respected in 
the Atari 8-bit world and now gives ST owners the opportu¬ 
nity to print ASCII* 1st Word or similar files in a variety of 
text styles. Diffcrcni si^cs and fonts may be used in the same 
document and in addition graphics files from DEGAS* 
Neochrome and Rubber Stamp may be included in the text. 
Typesetter Elite is a GEM based page layout system for use 
with a dot-matrix printer and is ideal fcir newsletters, broad¬ 
sheets and the like, Graphics, multiple font styles and si^es 
may all be included. Write 90 could become the most indis¬ 
pensable program for anyone using spreadsheets as it will 
prim any file sideways on most dot-matrix printers. Certainly 
a lot cheaper than a wide carriage printerl • 
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POST roun order 

OR CWiL TONY DWYER ON 0268 282308 


SyPERTEC LTD, 
MlpKl CORNWALLIS HOUSE, 

HOWARD CHASE, 
BASILDON, ESSEX, S514 3BB Tel: 0268 282308 


-_o crt +VAT 


i^WGf/MNG 
p fpFTM«|fi£ 


Rita 
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SUPERTEC software for the ATARI ST 


Please send me ihe Hems marked I enclose Cneqge/Poslal 
order lor Ihe fLill amounl. including VAT £ 

OR Oeijit my Access Card 
Numbef.. 


Address. 


_ _ Postcode._ 

Signature:_ 

PLEASE ALLOW 26 DAVS FOR DELIVERY 


VH4 cn lDi^ UiiH 


Title 

Deadline 
The Pawn 
Red Alert 
Winter Games 
Golf 
Bridge 
Time Bandit 
Sundog 
Major Motion 
Deep Space 
Star Glider 
St Karate 
Temple of Apshai 
Trilogy 
Enchanter 
Cut Throats 
Bally Hoo 
Essex 
Brimstone 
A Mind Forever 
Voyaging 
Mind Shadow 
Borrowed Time 
Powerpack 

Address Book 
Powerpack 
Database 35 
Kdata 
Habaview 


Title 

Zoomracks 
T R l-M 
H & D Base 
Laserbase ST 
dBman 
Habadex 

Print Master Gallery 1 

Print Master 

Music Studio 

Paint works 

Degas 

Easy Draw 

Colourspace 

Cashlink Accounts 

Habawriter 

KWord 

Boffin 

Hippopixel 

H aba merge 

Kseka 

Kspread 

PC Intercom 

K Graph 

KComm 

VJ.P. Lite 

Calculator 

Programmers Calculator 

Cornerman 

Calendar 


Type 

Database 

Database 

Database 

Database 

Database 

Database 

Print Utility 

Print Utility 

Music 

Graphics 

Graphics 

Graphics 

Graphics 

Accounts 

Word Processor 

Wtord Processor 

Word Processor 

Font Editor 

Mail Merge 

Assembler 

Spreadsheet 

Comms 

Bus. Graphics 

Comms 

Spreadsheet 

Desk Accessory 

Desk Accessory 

Desk Accessory 

Desk Accessory 


Inc VAT 

£79.95 
£89.95 
£99.95 
£99,95 
£149.00 
£49.95 
£29,95 
£39.95 
£29.95 
£34.95 
£39.95 
£149.95 
£19.95 
£295.00 
£59.00 
£49,95 
£113,85 
£39,95 
£39.95 
£49.95 
£49.95 
£129.95 
£39,95 
£49,95 
£99.95 
£12,95 
£15.95 
£29 95 
£19.95 


ALL PRIC ES 
INCLUDE PAP 


Type 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 


Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 


Entertainment 

Entertainment 

Entertainment 


Database 


Database 

Database 

Database 


Inc VAT 

£22.95 

£24.95 

£24.95 

£24.95 

£29,95 

£29.95 

£29,96 

£29.95 

£19,95 

£34.95 

£24.95 

£19.95 


£24.95 

£39,95 

£39.95 

£39,95 

£44,95 

£44,95 


£44.95 

£49.95 

£49,95 


£19.95 


£29.95 

£49,95 

£74.95 


SUPERTEC ATARI USER OFFERS 



































































Metacomco MAKE 


As I have often said in my language reviews, a 
typical programming session b a cycle of cdjting:^ compiling^, 
linking and running / debugging. Last issue I reviewed 
Menu-h from Metacomcoj which is designed to make this 
cycle easier. By selecting 'edit* in a menu, your editor is 
loaded and run^, automatically loading the file you are 
interested in. Consecutively selecting 'compile*^ 'link' and 
then 'run^ allows you to smoothly start each prs.}cess, bur 
there can be problems with such systems. For instance, if 
you want to edit multiple files, having to select each in turn 
can slow you down, and the link option becomes 
complicated. 

xMenu driven systems (not just Menu + ) are at their best 
when you are only dealing with one program. For the larger 
programs Metacomco's MAKE program comes into its own. 
Operation is ver>^ simple, and, when working properly, it 
should save you much typing, and a fair bit of time, MAKE 
works by using the datc/time-stamp that is pul on each file 
when it is written to (this means that you must always set the 
time at power-upj. When you edit a file, for example 
^cmain.c^ the daie/timc-stamp is set to the current time. 
When MAKE is run^ it loads a file known a^ a MAKEFILE 
which contains directives which tell MAKE the 
dependencies of each file. 

In the example given^ the makefile contains directives 
telling MAKE that *cmain.app* depends {in 'cmain.bin'' and 
^csubs.bin', which in turn depend on *cmain.c' and ^csubs.c* 
respectively 3 each of which depend on a single header file 
^chead.h". With this informationj MAKE w^ould look at the 
date.’tiiTie-stamps of each file, and if 'cmain,app' is older than 
any of its dependantSj it w^ill carry out instrnctions abo held 
in the makefile on how to update the files. As *cmain.app' 
depends on Vmain-bin' which depends on 'cmain.c* w'hich, 
due to the edit above, is more recent than *cmain,app', the 
instructions required to make *cmain.bin' from 'cmain,c* will 
be carried out (in this case the running of a compiler), then 
those to Jink 'cmain.bin* and 'csubs.bin* (the linker), until at 
last 'cmain,app' is up to date. If I had edited the header file, 
both files would have been com piled j then linked. This may 
seem a complicated technique, but once you have your 
makefile set up correctly, the whole process is initiated just 
by double clicking on MAKE. 


ta a sanr wanefiie 
u the files involved 
CSOUftCES ^ cnain^t csubSiC 
OOJECTS - cnain.bin csubs.bin 
U the rules^ 

. c p b 1 n I ; 

d i \1 a 11 ic eVlc 1 - prg -ccww -ic:s.c\i 
ncludes\ -oc; S* 

d:Mattice\Ic2•prg -oc: 
n the dependencies 
cnain.^PP : ftOBJECTSl J 

d ; \gst I i nk\ 1 i nk - prg -with cnaiiil 
"Prog CHain.app -nolist 
$COSOURCE5} : chead.h 
tt a few extra directives 
.EM& : d:vuti1s\be11.prg 
tt end 

Exampiv MAKEFILE 


reviewed by Matthew Jones 


When you arc dealing with large numbers of files, ihis is 
by far the easiest way to manage them. Firstly you do not 
have to remember which ones you have edited as MAKE will 
find out. Secondly, once you have started MAKE you may 
do something more useful than wait for the compiler to finish 
to be ready to start the next compilation. If you tell MAKE 
to sound a bell at the end of the compile / link, it will draw- 
your attention when done. There arc dis-advantages to this 
however as if, for example, you have edited a file but don't 
really w^ant it compiledj you can get MAKE to sound a bell 
by running a *bell ringing' program at the end, however if 
there is a compile error this does not happen and the 
procedure will end silently. 

The makefile example is an actual file which I have been 
using my^clL It demonstrates several points, first that you 
can use macros to represent groups of files (the list can 
spread over more than one line). I fiiund that MAKE wfill 
hang (i.e. go to sleep) when I put a macro on either side of a 
dependency. Also, the dependency using the header file 
'chead.h* docs not work (I said it did above to illustrate the 
principle). I have another makefile which has two such 
header dependencies, one of which works, but the other 
doesn't, and I can find no explanation. Also worth 
mentioning is that you can use an 'implicit rule* to compile 
the .c files, which saves having to define the compile 
sequence more than once. 

The MAKE manual is very technical, and is not 
particularly easy to read or understand. I must say that I am 
not sure that all the problems I have had are bugs in MAKE, 
it may be that I don*t fully understand the manual, but ihe 
end result is the same. 

Two extra programs are included on the diskj the first is 
a 'TOUCH" utility which is used to set the date/time-stamp 
of a file to the current date & time. I found this invaluable 
when I forgot to set the date at power up, and also for forcing 
recompiles. It seemed to have trouble stamping all the files in 
a large (50+ files) subdirectory though. 'SETDATE' is a 
program for your boot disk 'AUTO^ folder, and allows you 
to set the date and time. I found it very frustrating, especially 
as it is very strict on format (it won’t even let you press 
RE'rURN to skip it!), and as the date is not only lost on 
reset, it is effectively worthless. If you want such a program^ 
use EURODATE, a public domain program which is far less 
strict on format, or something similar. 

To conclude, MAKE i$ very suitable for any 
programming situation where you are frequently editing 
more than one file. I have found that once it has been fine 
tuned it is very reliable, and although there is a slight 
overhead while it checks the dates of all the files, it saves time 
which would have been lost typing in the next file to be 
compiled. The manual is perhaps a little confusing, but at 
the end of the day it is a worthwhile utility. 

MAKE costs £49.95 and is avaiiabkfrom: Metacomco 
pkf 26 Portland Square^ Bristol, BS2 8RZ Tdephom 10272) 
428781 m 
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ES ... UTILITIES ... SERIOUS 
i FUN , IT’S ALL ON THE ST 

a whole variety of software reviewed 


WINTER GAMES 

Epyx Computer Software 
124.95 


is very different - all drums and 
modern "fKip' type music - overall a 
superb event. 

Bobsled. This is a very pretty event 
with smooth animation, good 
background graphics and nice sound. 
There just seems to be something 
missing from the playability point of 
view- I couldn^t find as much 
enthusiasm for this event as for the 
others- 

The program comes on two single 
sided disks and has a detailed^ easy lo 
read 12 page manual Overall I cannot 
deny that this is a superb game and 
anyone who is looking for a good sports 
simulation for the ST should check this 
out, it"s great! £24.95 is not a bad priccj 
but still a bit expensive for a game. 

Let's hope the price of ST software 
starts to come down soon!! 


may seem like a strange combination ^ 
but It is great fun. Again the backdrops 
are superb, in this event there are four 
animated backgrounds all of which are 
amazing! The animation is very good, 
my only complaint is that this event is a 
joystick Vaggler’, in other words, you 
have to move the joystick left and right 
very quickly to achieve any decent 
results! You can use the keyboard (as in 
all the events) but I don't advise that 
for this event. 

Speed Skating is another ^waggler'j but 
not quite as violent. You have to move 
your joystick to move the skaters legs 
like a real human. The animation in 
this event is smooth and so is the 
scrolling (considering the ST has no 
hardware scroll) bui the background 
graphics have no 'pazazz', to tell the 
truth they are downright boring- The 
occasional blue reflection in the ice and 
the number of metres travelled scroll 
by to give the illusion of movement. 
The music at the beginning is very 
catchy and although the sound effects 
are relaiively good there are not enough 
of them. 

Figure Skating consists of a one 
minute, timed exercise of seven 
compulsory movements: Camel Spin, 
Sit Spin, Double Axel Jumpj Double 
Lutz Jump 3 Triple Axel Jump and 
Triple Lutz Jump. The graphics are 
back to the standard set by the first two 
events, superb, slick scrolling and 
smooth animation. Some of the 
movements look so natural and the 
music Is well executed. 

Ski-Jump. Fantastic graphics on this 
event and a really dramatic tunc to get 
you going. The animation is also very 
good and the background graphics arc 
{yet again) superb. Not a lot to really 
say about this one as it is 
straightforward and great to play. 

Free Skating. This event uses the same 
graphics and movements as the Figure 
Skating. The differences are that you 
have two minutes to invent your own 
routine, and you d«>n't have to do each 
move just tmee (you mustn't do more 
than three of each though). The music 


Winter Games is a simulation of a 
W inter Olympic Games (it is the sequel 
to the highly popular 'Summer Games" 
which can be found on ATARI 8-bit 
micros). There are seven events to playi 
Hot Dog, Biathlon, Speed Skating, 
Figure Skating* Ski Jump, Free Style 
Skating and finally Bobsled. Every^ 
single event in the Games has its own 
theme music which plays while the 
event is loading. These are all 
extremely good and match, in a way, 
the type of event. 

W'hen the game first loads, a 
colourful animated title screen leads 
into the opening ceremonies, complete 
with the lighting of the flame and the 
fly past by some highly detailed doves. 
You are then put on the main menu 
screen where you select to either 
compete in all the events, compete in 
some events* compete in one event, 
practice an events see the w^orld 
records, watch the opening ceremonies 
(again) or leave Winter Games. If 
competing in an event you can select 
your country out of a choice of 16, This 
section is almost the same as Summer 
Games on the 8-bit micros. 

To give you an idea what to 
expect let me take you through the 
events. 

Hot Dog Aerials is a demonstration 
sport, you have to perform daredevil 
ski-jumps in front of a panel of judges. 
Moves you can perform incLude, Back 
and Forward Flips, Mule Kicks* 
Daffys, Back Scratches, and Swans. 
The graphics in this event arc fantastic. 
The backdrop is just like an oil 
painting, with highly detailed pictures 
of mountains and trees- The animation 
is very, very slick- 
Biathlon is a combination of cross 
country ski-ing and target shtH^ting. It 


ST KARATE 

P a r a dox Ei dersoft 

Software 

£24-95 

Ue vie wed by Les Ellinghsm 


Paradox were one of the first 
companies to release any game on the 
ST with Mission Mouse which ran in 
mono only. I never saw a finished copy 
but what I did see only really came into 
the ^alright' category. Nothing else 
seemed to happen for a year and then, 
suddenly, at the PCW show in 19H6 
Paradtix leapt out with no less than six 
ST games all in glorious colour and 

oonlinu^d overleaf ^ 
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SPECIAL CHRISTMAS 
OFFER FROM ROBTEK 


TWO SUPERB UTILITIES IN ONE PACKAGE 

NORMAL PRICE £.69.90 FOR DOTH 


__ ATARI ST TOOLKIT __ 

RODTEKTOOLKIT consists of 6 utilities that use the GEM environment. They will help you in a very 
simple way toget morespeecJ and power from your St computer. Robtek's toolkit is not only 
designed for professional users but also to assist non programmers working with the Atari 
St. Full instructions are given on the screen during each operation. 

• PRINTERSPOOLER: This utility makes it possible to use your computer while you are printing , A 
section of the computer's memory is reserved for printing, and informotion is stored there. 

The information is transferred to the printer when needed without interrupting other 

operations of the computer. 

• RAM DISK: This utility will speed up your file operations, saving you hours of time. Robtek's 

Ram Disk will reserve a portion of memory os a software image of a disk drive. Not 
only is this faster but also more reliable os there ore no mechanical parts. 

• DISKCOPY: Is a utility that helps you make backups and format disks at a much easier and 

foster speed than normal 

• DISK UTILITIES: Are a set of three programs that will help you to control and organise your disk 

directories. It is now very easy to keep on accurate library of all your disks. 

• ENGLISH, GERMAN AND FRENCH MANUAL 

_ ATARI MACRO MANAGER _ 

# CALCULATOR; Advanced 20-function calculator with 10 memories and loan analysis 
capability. Algebraic or RPN notation. Optional printing feature gives you a permanent 

record of calculations, 

• ALARMCLOCK/CALENDAft: View your appointments ond be reminded of important times and 

events up to 100 years in the future, 

• VERSATILE WEEKLY PLANNER: Includes exclusive Project Time Analysis 

Report Generotor. 

• ELECTRONIC Card FILE DATABASE: Inciuding search, print and phone autodial functions. 

• A ARM CYCLE: Alarm can be set to trigger once, or at the same time every day, week, month, 

or year. 

• ENGLISH, GERMAN, FRENCH MANUAL 



Robtek Ltd*, Unit 4^ Isle worth Business 
Complex, 5t. Johns Rood, Isleworth, Middx* 
TW7 6NL. Tel: 01 -847 4457 
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with midi-compatible sound to boot! 
Hopefully we will bring you reviews of 
these in the coming months but let^s 
start with one that they are quite proud 
of themselves. 

Karate games on micros are 
beginning to get a bit boring, it now 
depends entirely on how well they are 
programmedr With ST Karate there is 
no need to worry, it is excellent. Well 
programmed with good graphics and 
sound and fairly easy to begin but 
mpidly becoming hard! You have a 
choice of one player against the 
computer or two players competing- 
Music and sound effects can be 
switched off and there is a high score 
table- The game Is played with the 
joystick and control is quite complex to 
master fully- There are no less than IS 
possible moves depending on whether 
the fire button is pressed and the same 
number with your fighter facing in the 
opposite directionl 

At the first level fighting against 
the computer is not too difficult and, 
once you have (semi-)maslered the 
ccniirols you should easily get to the 
next round. In fact the same scenario is 
fought-a second time before the 
background changes and added perils 
are introduced. Flying ‘stars’ or 
whatever those horrible martial arts 
things are called must be avoided and 
bouncing pots can he broken for extra 
energy. Get through this round and 
you are presented with a vvhole row of 
bouncing pots to destroy and if you can 
get past this level you are doing well- 
Here comes my only criticism of the 
game for nowhere in the instructions, 
which arc not good anyway, does it 
indicate what you need to do. By the 
time you have thought about it you are 
dead! I am not going to tell you how to 
get past this round (/ had to figure it 
out!) but if you do you will then fight 
against two opponents. You will then 
have to fight them again. W'hat happens 
next 1 don’t know, by this time my 
joystick hand felt like 1 had been 
breaking the proverbial breeze blocks 
all day! 

I must admit that I thought this 
would be a bore, but it had me hooked 
because of its qualities. Excellent 
graphics, good music, digitised sound 
(not that good) and eminently playable 
with just the right degree of difficulty. 
Highly recommended if you enjoy this 
type of game. Watch out for the 
stunning triangular packaging which 
looks great on display but is not easy to 
put back together once opened and look 
out for mrjte from Paradox, it might be 
as good as this. 


K-SWITCH 

Kuma 

£29.95 

Reviewed hy ^Btthew Jones 


Do you work in the sort of 
situation where you may be working on 
your word-processor when the phone 
rings and someone wants you to give 
them some information from your 
database? Of course you have to save 
the document, quit the word-processor, 
and then load the database, load the 
file, and access the record. The caller 
takes the information, and then you 
have to reverse the whole process to get 
back to where you were, and then the 
phone rings again... 

One answer to this type of problem 
is Kuma's K-Switch, a desk accessory 
which allows you to have two programs 
in memory at the same time. K-Switch 
is installed by selecting the K-Switch 
accessory at the desktop, selecting your 
options, and from then on your 
computer is split in two* The action of 
K-Switch is to tell the ST that it has 
only half of its memory (the lower half!, 
and to use the other (upper) half to 
store a copy of the lower half. 

K-Switch is then ‘transparcni’, and you 
then carry on using your ST as normal 
(though with half the available RAM), 
Now, when the phone rings, instead of 
saving the dt>cument etc., all you do is 
hold the ALT key, and press both 
SHIFT keys. Within a second you are 
seemingly back at the desktop, and may 
proceed to load your database. But 
now, when you have finished accessing 
the database, you press ALT and the 
two SHIFTS again, and you ate exactly 
where you were when you left the word 
processor. When the phone rings again 
this time, you can switch straight back 
into the database. 

K-Switch can be used with many 
applications that require fast switching 
between two programs. K-Swiich has a 
ram disk option to provide a fast way 
of porting data between two programs 
(Kuma give the example of their 
K-Spread spreadsheet and K-Graph 
charts program, where you can do 
calculations in the spreadsheet, save 
them to the RAM disk and load them 
into the switched K-Graph). It may 
cause problems with other programs 
that use the Al-T or SHIFT key's 
significantly, for example a graphics 
demo that uses ALT to exit, but 
otherwise K-Switch will remember ail 
the significant memory variables. 


including the screen resolution, 
between switches, Kuma warns that 
you should not be accessing the disk 
drive or using the serial port when you 
switch because they are interrupt 
driven and may have side effects. 

When installing K-Switch, you 
can choose to have both the switcher 
and the RAM disk, or only one of 
them. Once installed, K-Switch will 
allow you to save or load the contents of 
the switched memory or the RAM disk^ 
which means that you can save a 
‘workscssion* and return to the exact 
point at a later date. By saving the 
RAM disk, you could restore its 
contents in one fell swoop, rather than 
copying files one at a time, 

K-Switch is a very easy to use 
utility, and is invaluable if you are 
constantly loading and re-loading two 
programs. The main problem is with 
the size of memory available to each 
program, and you should check that 
each will run in half of that of your 
machine (less the RAM disk and 
accessories). On a 1040ST or larger this 
should be little problem as all software 
is being written to run in a minimum 
512K, 


THE 

ALTERNATIVE. 

-Microdeal 
Colour or Mono- 
£29.95 

Reviewed by 
Mark Hutchinson 


The Alternative is loaded as an 
Accessory file on the GEM desktop and 
can be called via the drop down menu. 

It is a system that will allow you to 
store often used phrases and statements 
and instantly recall them by using one 
of the designated ALTERNATIVE 
keys. 

So what does chat mean? Well, 
suppose you use BASIC or in fact any 
GEM based program (LOGO, 1st 
Word, GST ‘C* or whatever) you will 
probably use certain phrases and 
statements quite often. In a program 
why bother to type, for example FOR 
PALfSE ^ I TO I00:NEXT PAUSE if 
you can just press Al-TERNATE-P? If 
you have defined this key, the 
Alternative will print the statement on 
the screen immediately. 

The Accessory will let you set up a 
file of key definitions using its owm 
editor, for which you must have an 80 






colunm displayj and then save the file 
under your own name but with the 
extender .ALT, You may have a 
different file for each of your programs. 
The file will store 36 alternate key 
combinations but you may concatenate 
using the caret which means that a key 
can combine the statements of other 
keys. Be careful not to get into an 
endless loop using this though! The 
keys used by the Alternative are the 
characters A-z and 0 to 9 and each will 
store a string of up to 60 characters. If 
you wish, the Alternative can be 
bypassed by pressing ALTERNATE 
and 

My copy of the program worked 
well. I spend a lot of time using a word 
processor but as I use very few 
standard statements with a word 
processor I did not find a lot of use for 
it in this context. It comes into its own, 
however, when used with a language 
(like BASIC?) or with the text editors 
found with Modula 2 or ''C^. The only 
problem was remembering what each 
key was for. The ability to print a quick 
reference would be very handy. 

The Alternative is easy to use, 
resides as an accessory so is always 
there and has separate data files- If you 
take the trouble to set it up and use it 
fully then it is a good buy. There is a 
similar program about to be released 
which may give it some competition 
but it is a good program and I would 
recommend it, 

•r 

DB-Calc 

Robtek 

£49.95 

Revieivetf by Alan Goldsbro 

DB-Calc is a Database with a 
difference* ihat is if you believe the 
sales blurb of the manufacturer. Gem 
based* it uses the friendly facade of 
Drop down menus* windows and those 
irritating error messages that keep 
appearing every time you pre$$ the 
wrong key or swing the mouse by its 
tail! 

DB-Calc’s claim to fame is ihe 
possibility of calculating matheinatical 
formulae to take the difficulty oui of 
producing stock lists* tinancial costings 
and statistics. Calculating Databases 
are ncj^thing new, household names as 
DBase II on 16 Bit and Synfile+ on 
the 8 Bit cater for calculations. There 
are other programs such as VIP 
Professional which primarily is used as 
a spreadsheet but is more than 


adequate as a calculating database. 

The first advantage of DB-Calc is 
a choice of two files, DB-Calc for 520 
(half meg) and DB-Plus for 1040 (1 
meg) owners. The first file can hold up 
to IO 3 OQO lines of data and the latter 
40,000. Working on four lines per 
record it is possible to have a file of 
2*500 records or IO 3 OOO records 
respectively. 

Setting up your database requires 
a template to be coostructed, Crg. name, 
address^ town etc, or even Iiem* 
Number, Stock, Quality required. 
Quantity left etc. All the fields are 
created in the Data Window and are 
easily edited or deleted. As $oon as you 
have created your fields you are at 
liberty to start entering your data. 
Sorting the database is so fast that if 
you blink you'll miss ill DB-Calc will 
sort both alphabetically and 
numerically from A to Z, Z to Aj 1 to 

XXXX - XKXX to 1. 

Search has a greater range than 
Sort. Selection can be equal to* not to 
equal to* less ihan or more than and 
wildcards of**' and are allowed 
throughout. Data is selected one 
section at a time. If for example you 
wanted to select from a customer 
accounts database you must firstly 
decide on which field the selection will 
be made, for example Town and then 
select which town you require. 
Selections that pass the chosen criteria 
will be placed in a temporary file and 
from that selection you may to narrow 
the choice down by selecting one 
particular area gf the town. If you wish 
you may select individuals who have 
more than £100 to their credit and so 
on. This data selection can be saved 
under a separate file name for future 
retrieval. All the selection criteria is 
showm in a separate window adjacent to 
the data window. 

Calculations are performed 
through another window^ called a 
*Moder. Information from the 
selection window w^ill be used only. 
From here the program takes on a 
different approach and the formulae for 
the calculations must be typed in 
inanually as opposed to selecting from a 
menu. The resultant information from 
the model can be dumped to screen* 
disk or printer. If you require a 
hardcopy then the model allows you 10 
enter printer commands in decimal to 
have total control over the output. 

Files may be saved* loaded or 
appended together provided they have 
the same number of fields and the same 
field names. 

A number of gwd points can be 


made about DBCALC^ GEM 
Environment* Windows which can be 
active or not, sizeable windowsj 
calculating capabilities, tremendously 
fast sorts and searches* functionsj keys, 
reporting facilities, total printer control 
and price (£49,95) however there are 
unfavourable points, 

DB-Calc was written in Holland 
and whilst the program is excellent in 
its operation^ there are extremely 
difficult sections to grasp fully* 
especially for review purposes. There 
are a few sample files with which to 
work wiih but they are limited in depth 
and value. The manual of twenty four 
pages unfortunately looks as though the 
translator learned English as a third 
language. Some of the instructions on 
screen are different to those m the 
manual, for example* the manual says 
*Add field’ whereas the screen menu 
says ^Insert field*. This only adds to the 
confusion as much of the manual is not 
easy to follow and none of it is in logical 
order. It constantly jumps from section 
to section and very little help is given. 
Screen pictures shown in the manual 
consist mainly of error messages and 
much of this space could be used in 
providing clearer instructions. 

DB-Calc would be immediately 
recommendable for its capabilities and 
its price tag if it wasn*t for the totally 
inadequate manual and lack of 
tutorials. I think the program has good 
potential and, given its price lag* could 
be a market leader* I hope the British 
distributor will take note of these 
comments and produce a really 
comprehensive manual to go with what 
is obviously a quality database. 

The disk comes packaged in a 
video type plastic box and is well 
protected against copying. This will 
obviously cau$e some problems if you 
have a hard disk or are concerned about 
backups* At £49,95 a good buy but 
only if you can decipher the manual 
and are prepared to spend some time to 
get the best out of it. 

HELPMATE 

Royal Software 
£24.95 

Reviewed by Alan Goldsbro 

Helpmate is one of the breed of 
desktop accessories now available for 
the ST range, comprising of ihrec 
different programs which can be used 
separately within any Gem program. 

continued overleaf 
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JIL 


PYRAMID 

SOFTWARE 


1040$TF MONO SYSTEM 
1040$TF COLOUR SYSTEM 
520STM and SF394 D/D 
S20$TM and SF314 D/D 

130XE and XCI2 caaaatt* 

130XE and 1050 disk drive 
MP155 Printer 


A. 


e91S.8S* 
C114B.85* 
C 445.00* 
€ 490.00* 

C 155.00t 
£ 255.0Ot 
£ 230.00 


* includes FREE delivery and STARGLIDER 
f includes FREE LEADER BOARD 


Track & Field 

(Inc. special centrcller) 
Star glider (ST) 

Leader Board (ST) 

Leader Board <XL/XE) 


£9.95 

£22.50 

£27.50 

£13.50 




MID 


Video & Software 

(Inside Osprey Business Computers) 
S The Bridge, Wealdstone 
Middlesex, HAS SAB 
01-861 2407 

ALL PRICES INCLUDE VAT 


BRIGHTON COMPUTER 
EXCHANGE 


SPECIAL OFFER FOR 
1987 

LOWEST POSSIBLE 
PRICES 
on 520ST packs 

CALL FOR DETAILS 

0273 676839/686650 


BRIGHTON COMPUTER 
EXCHANGE 
2, Ann Street, Brighton 
1 BN13GP r 


REVIEWS ... REVIEWS ... REVIEWS 


Calculator, Calendar and Phone 
pad make up Helpmate and are 
accessed through the desktop after 
booting up. The three files can be split 
up and copied onto your appropriate 
boot disks. 

Calculator: This i$ similar to a standard 
four function pocket siaed calculator 
available almost anywhere. All the 
standard keys are there plus ‘Memory’ 
and a ‘Copy Key*, Screen keys ate 
activated by using the key pad on the 
ST or by pointing and clicking the 
mouse and are displayed immediately 
on pressing. The only exception to 
using this method is the ‘Copy Key’ 
which can only be accessed using the 
mouse. 

The screen keys actually flash 
when you press the corresponding keys 
on the ST. The function of the Copy 
Key is to copy the value of the 
calculators display on to a file on disk, 
This file has a pre-set name 
(Scrap.TXT] which can be called up 
by a Gem based Word Processor such 
as 1st word. The file will constantly 
overw rite itself so multiple dumps to 
file will result in the last file copied 
being the only one available for 
patching into your document. 


Calendar; To get the best use of this 
section the computer needs to know the 
correct date and time. Using the 
control panel resident on the Gem 
Desktop, you must type in the correct 
date and time although those of you 
who use a clock card can by-pass this 
operation. The 9000 year calendar, like 
the calculator, is selected from the Desk 
Drop down menu and is displayed on 
the screen. Provided the date was 
correctly set prior to this selection the 
display will show you the correct 
month and from this you can either 
display the previous month (}r the 
follow'ing month and continue to scroll 
through the months at will. 

Select a date by clicking the mouse 
on your choice and the ‘alarm’ feature 
is activated, Based on the 24 hour clock 
you type in the time of your 
appointment or reminder and a brief 
message of up to sixteen characters. 
Click on the OK panel and it is stored 
in memory, A maximum of six 
appointments arc allowed per day. At 
the given appointment time, a ‘peep’ is 
heard from the speaker and a box is 
displayed on the screen with your 
appointment message. If you require it, 
a list of appointments can be dumped 


to printer although every time I tried 
this the time was always 12:34 even 
though the screen display showed the 
correct time and the alarm ‘peeped’ at 
the stated screen time. 

Phone Pad; Not much use in this 
country as we have a different 
telephone system from Old Ma Bell in 
America. The main functions of this 
file is to list up to 100 names and 
telephone numbers and, provided you 
have a Hayes compatible modem and 
the American system of pulse, tone 
dialing then, it will automatically 
call-up your selected number. At a 
pinch you could use the phone pad as a 
mini data base to record phone 
numbers etc, but unless all your 
contacts have three figure area code, 
you won’t get much use out of it. 

All the accessories can be moved 
around the screen or overlayed on any 
other GEM application. The manual is 
eight pages long, well written and 
informative. Overall I found the 
program tairly useful, well two parts 
anyway, although priced at £24.95 I 
feel its a little costly for what you get. If 
it had a note pad ins tead of the phone 
pad then it may appeal to a wider 
audience. ® 
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How would you like to run Macintosh™Software 
on any Atari ST Computer System. 

★ 20% Faster 
★ 30% Larger Screen 
★ Up to 4 Megabytes Memory 


Welcome to the world of Computer Magic 
This unique, product is now available at all good 

computer stores 

OR 

Write for more information to 



Robtek Ltd., Unit4, Isleworth Business 
Complex, St Johns Road, Isleworth, 
Middx. TW7 6NL. Teh 01-847 4457 


























LEADER BOARD 


Sports simulations are the hot topic in computer games 
at [he moment and golf is the latest to be computerised on 
the ST. Leader Board has already had praise heaped upon it 
but is not the only golf simulaiion available on the ST. In the 
second part of this review wc will take a look ai its main 
challenger^ Mean 18. 

I suppose I oughi to confess from the outset that I have 
become hooked on computer gc^lf, it seems the ideal game for 
individual play or for challenging a few friends. It has the 
right degree of challenge requiring a little dexterity and lots 
of thoughunlike many of the arcade style games which I 
find too difficult to play. Leader Bedard has several options to 
enable you to start ai the appropriate level. Novice level 
sends each ball down ihe fairway irue and square and is ideal 
for your first few rounds. Larer you may progress to 
Amateur where you have to control the hook and slice of the 
ball while Pro level adds the effects of w^ind to the gamcn 

The screen prcsentanon is superbly realisik with your 
view from behind and slightly above your player who is 
represented as a detailed human figure. You can see as far 
down the fairway as you would expect in real life which of 
course means that you often cannot see the green. On ihe 
right hand side of the screen is information about the hole 
you are playing together with current scores and wind 
details. Your first task is to select a club which is done by 
moving the mouse forward or back. I found this to be a little 
awkward and prefer the Mean 18 style of 'clicking^ to select a 
club. The direction of your shot is determined by a small 
cursor which is controlled by the joystick and ‘floats" above 
your golfer. The joystick button is used to control the power 
of the shot by w^atching a small power bar on the right hand 
side of the screen. It really is quite small and it is fairly 
difficult to judge the precise power of your shot, that will 
take some practice. If you are playing at Amateur or Pro level 
you must also use the mouse to control the hook or slice as 
the sw'ing comes down. You can do this either by watching 
the golfer or the power bar. Once committed there is no 
second chance so crack the ball and watch it sail down the 
fairway. 

Now you get to see just how realistic this simulation is. 

It is beautiful! The ball will sail into the distance and bounce 
a few limes before coming to rests hopefully on the fairway or 
greenr If you land in a bunker, the sand will kick up andj on a 
short hole, it is perfectly possible to hit the flag and watch the 
ball bounce away! I have not yet managed a hole in one 
although 1 understand it is possible. The various holes have 
trees, bunkers and rough and are often surrounded by water. 
This is possibly one of the disappointing parts of the game as 
the holes are all fictitious (unlike Mean 18} and are the 
product of the author’s golfing fantasies. You need a caddy 
boar on some of these courses or need to practice that ancient 
art of walking in w^atcr! 

Once your shot is made the screen redraw^s very quickly 
to show the new position of the ball and you are told the 
distance from the hole. Select another club and, hopefully, 
this time you will be on the green. Now the choice of a Putter 
only is automatic and you don't have to worry about hooking 
and slicing. A ‘pole' on the green casts a shadow- to indicate 
the lie of the green and you only need set the direction and 
power of the shot. With luck you will hear that little rattle as 
the ball sinks into the hole and it^s off to the next tee. 



Superb realism 


There are four courses on the main diskj of increasing 
difficulty^ and also a driving range for practice, A few shots 
here w ill soon get you into the swing of things (sorry!). 

There is also a demo mode which may be designed to 
encourage you as the golfer is not that good! 

THE TOURNAMENT DISK 

Once you have mastered the courses on the main disk 
you can gel the Leader Board Tournament Disk #1 which 
adds four new courses for your enjoyment. These are even 
more outrageous than the originals and in real life the course 
designer would be hard pressed to find a club crazy enough 
[or rich enough) to build such courses. Strangely though, the 
courses are not that much harder and will add the right 
degree of extra challenge without becoming impossible. I 
was able to get round the first course in just 4 over par 
despite having played the original courses only a couple of 
times. 

Overall it has to he said that this is one of the finest 
Sports simulations of all time. The graphics are superbly 
detailed, there is a sense of realism as you play each hole and 
just the right balance of difficulty. Leader Board is a game 
equally w^eli suited for play on your own or with friends 
where you will find the competitive edge comes to the fore. 
The adrenalin will really start flowing when the scores are 
close with only two holes to play! Be warned though^ Leader 
Board is a game that you will play for hours on end. There 
will surely be a few new lonely ladies the, computer and 
golfing widow^s! 
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ENJOY A GREAT 
ROUND OF GOLF 
ON YOUR ST 

reviewed by Les Ellingham 

Mean 18 comes hot on the heeis of Leader Board and is 
another fine simulation which in some respects is better and 
others worse. Let^s do some comparisons. 

Mean 18 is played in the same way as Leader Board but 
offers a lot more options. The first thing to note is that the 
courses are based on real life courses which^ to my mind, 
makes rhe game a lot more interesting. Additional course 
disks are promised so that eventually you may be able ro 
travel the golf courses of the world, without leaving your 
front rc5om! All the features are present on each course but 
the graphics, whilst still good by computer standards^ are noi 
a patch on Leader Board. They are more in the old computer 
"representation’ style but are nonetheless perfectly 
acceptable. 



Looking down the fairway 



On the green 


MEAN 18 

In this game your view is again from behind your player 
but the direction of the ball is chosen by clicking on an arrow 
which alters the perspective of the course. Each click scrolls 
the entire background so that you have a slightly different 
view down the fairway. The power and hook or slice are the 
same as in Leader Board except that the power bar is the full 
height of the screen. 1 found this to be a lot easier to control, 
both the power and ‘snap’ of the shot. The ball again sails 
down the fairway bouncing into the distance and here some 
of the major differences become apparent. Firstlyj as an 
advantage, you can click on an icon to get an overhead view 
of the course which will show you precisely where and in 
which direalon your ball travelled, a nice touch. In general 
you can get a better feel of where you are both on the 
fairways and on the green. The difference on the bad side is 
that the screen is very, ver>' slow to redraw requiring the 
mouse to be clicked several times with the course fading 
away to the center of the screen and then re-opening. It takes 
about ten seconds overall but there is a noticeable ‘thinking* 
time before the screen changes and I found it quite irritating. 

Once you get on the green, the program loads an 
overhead shot of the green to show you the lie of the green 
and the position of the ball. It is much harder to judge to 
slope of the green and a lot more practice is required than on 
Leader Board to get it right. Click again and you have a 
‘birds-eye* view of your golfer with a solid line from the club 
towards the hole. You must move this line according to the 
lie of the green and in addition to setting the power of the 
shot must also control the ‘snap* i.e. whether you hit the ball 
to the left or right. Plop down the hole and it’s off to the next 
tee. 

As well as the choice of course, you can opt to play 
regular or professional tees and can also practice or play any 
particular hole or set up a green to practice putting- You can 
also save a game at any ptiint, which is excellent as a game 
can take quite some time and there is a Hall of Fame for you 
to permanently save your scorecards - two distinct 
advantages over Leader Board. But the biggest advantage is 
that you can build your own courses! A utility provided will 
allow you to design any course you desire, so that you can 
make the game as challenging or as easy as you like. 

Overall the options are much wider but the realism is 
less than with Leader Board. Mean 18 is much more like a 
computer game than a realistic simulation but is nevertheless 
very good and will be interesting and challenging. 

WHICH TO CHOOSE 

Golfing ^ddici^ will prefer the real life courses of Mean 
18 and the realism of action of Leader Board* Hard to 
choose! I personally prefer Leader Board, principally 
because of its 'state-of-the-an’ realism but have to admit that 
Mean 18 pbys a good game as weJl. Two games that are the 
^ame yet totally different. You won’t be disappointed 
whichever you buy and they are sufficiently different to 
warrani buying both. 

Leader Board is avaitabU in this country from US Gold ai 
£24r95 and the Tournament dish is £9.95, Mean IS is imported 
at £44.95 • 
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1ST Choice for the 




A-tARI ^ ST 


TSt Mail 


jE29.95 Macro Assembler 


D9.95 


lsl Mair** from GST is a mail marge program which is conripaiaile with ail ffifsions of This Macro Assembler is the finest M68D0Q assembier available on any PC. The 
Isl W«df“, It wi aihw you to combirK your word processor witti al of the package cofisisis of an editm, macro assemUer, inker and a Hbrary of suuctured 

popuiar database programs curremlty avaiiable on the Atari ST. With let Mail yoo irracros. Written by GST. 

can produce multiple copies of any lsl Word document Its only imit wil be your improved with e comprehensive demonstration program. 

imaginabrHi! Written by GST. 


C Compiler £59.95 

This C Compder offers unbeatable value for money lor GEM software developmeni 
The package inckides an editor, subset C compiler, assembler, inker and lull GEM 
libraries. Written by GST. 


Fractal Generator £19.95 

Fractal Generator explores the irrfiriiely complex andheaulHul fractal geometry of the 
Mandebrat Set Full GSTC and assembler source code b Includeii for the entfiusiaat 
Written by GST 


We are proud to be associated with Antic Publishing, well known in the U.S. for its high quality and innovative range of 
software for the Atari, 



CAD-3D £49.95 Star Struph-The Astrologer £24.95 

Design 3D solid Of mt frame objects wilh GEM mnat, CreaiB diiaikd astrologitaJ charts usang nine differsiit house 
Multiple screes and views. Includes animatof. I.OEG^'^ syslems. GEM interlace makes it ea&y. Written bur; Harvty 

campatblel. Written hf. Tom Hw^chl LicensBd by Andi: fCoors. Licensed bi^ Antic Publehing In:. 

Pubibtwig Inc. 

Fbsh £39.95 aO.LR.Otijeci Editor £24.95 

Cfflnpleie GEM-lsased lelecommuniEstioiifiL Programmable, Graphic design and software sprite ediiur for programmets using 

conligurable, wiUi buih ifi word processor, VT-IDO arid PS Vidles die IB-colour matte. WriHin bti The Rugbir Cifdf - EJcenseil 

grai^hics. Written by; Joe Chiuiese and Alan Pa^e- Licensed by Antic PuMsNng Inc. 

by Antic Pubishing he. 

Maps and Leganik - The Cartographer £29.95 Red Aleit £ 19 -95 

Gerwfete Maps and Salallile viEfws d the Earth. Select Irani Defend a9ainst MIRVs. IDB^ and ^launched mEsites. An 

different projections and map types. Full^ GEM based. Ljeensad umnning SDt CprolmctiDn Sel Written bf Den Hatepia and 

by Antic Pubidiin|i ht Slanhy Cram. Licensed by Antic Pubishing Inc. 


Electric Software Limited, Unit B, Cromwell Business Centre. New Hoad, St Ives, Combs PE17 4BG, England. 
Tel: (Mflfl) 65433 Telex: BI113 PM PROF G. Telefax: 10954185318. 


















by Paul Lay 


Requires ST BASIC 
Runs in low resolution only 


Sf BASIC 



This is a vcT$iori of the popuJar board game Othello. 
You play against the computer using the mouse to select your 
moves. The player always plays with white counters and the 
computer with black and each fake alternate turns in placing 
one of their counters on the board. A counter must be placed 
so that it and another of the player's counters trap an 
unbroken line of the opposing counters either up, down, left, 
right or diagonally. Any runs which arc trapped are then 
flipped over to the opposite colour. Once the board is comple¬ 
tely filled the game ends and the winner is whoever has the 
most counters on the board. If at any lime a counter cannot be 
placed on ihe boards then the game is aborted. 

THE PROGRAM 

The program is written in ST BASIC. On running the 
program you wdll be presented with a title screen on w^hich 
there are two choices 'Player Starts’ and "Computer Starts'. 
You can begin the game by clicking on either of these with the 
mouse. When the game begins the board will be drawn 
together with a message window and an abort option. The 
message window displays whose turn it is and ako displays 
the scores at ihe end of the game. Clicking the abort option 
will enable the player to abort the game on his turn, useful if 
you can't make a move or you are gening thrashcdl 

On the player's turn, clicking a square on the board will 
cause an attempt to place a player's piece in that square. A 
counter may only be placed if the square is empty and causes 
a run of the opposing ctjunters to be flipped. If, on the 
computer's turn, no move is possible, then a message is dis¬ 
played and ihe game aborted. 

PROGRAMMER'S NOTES 

One interesting paint w^hich arose during the writing of 
the program w^as that, if the desktop accessories were btHuted 
up with BASiCj then these actual !y alter some of the colour 
registers. In order to overccjme this problem the colour regis¬ 
ters should be set from within the pragram. This is done by 
the following code: 

poke contrl,14: poke contrl + 2,0; poke 
contrl + b,4 
poke intin,cr 

poke intin+ 2,143*r: poke intin+ 4,143*g:poke 

intin + 6,143*b 

vdisys{l) 

where cr is the colour register (0 to 16) and r, g, b are the 
intensities of red, green and blue respectively in the range 0 to 
7. Refer to the code starting at line 1410 for an example. 




20 retn ^ ST 0 th ell o 

30 refB I by 

48 rw Paul Lay, August l^&6 S 

50 rem t -—---— K 

6^ rem runs in I qui resolution S 


70 rent KSKK 

38 gosub gemintf gosub if^it 

90 gosub selects tart; gosub ini Aboard: abort7i=8: 
goesy.= 0 

180 it s t ar t^i=bl ackX th#rt 146 
110 gatoKy 28,9: ? - PUyer^s Go ^ 

1?0 gosub getSQu^res ii aborts-J 

th#n 98 

130 gosub putplece: goss>;=goos^+1: if goesvi-^0 
then 170 

148 gotoxy 20,?j ? "Compuier's Go* 

150 pLece"/Fbl ackXs gosub computer move: if abortX^l 
then 2<^e 

168 goesX=goesV:+1: if goesXO^i then 118 
170 piece*;i=wh i teX; gosub count pieces: psX^totalX 
1S8 pieceX=bUckX: gosub countpieces: csX=totalX 
190 color 2! gato^y 22,5£ ? "Game Over * 

200 color 6i goto)cy 22,Ai 2 'Player " 5psX 

210 gotoxy 21,7; 7 "Computer ";csX 
220 color 7: gotoxy 20,9 

230 if psX<csX then ? ’Computer Wins!*': goto 260 

248 if p5X>c€X then ? ’ Player Winsf": golo 260 

258 ? ■ Game Dr awn!’ 

268 color 3 e gotoxy 23,16: ? " Okay? ■ 

270 gosub mouseselect 

290 if mxX>287 and mxX<262 and myX>l69 and rfiyXCl?^ 
then gosub bleep: goto 98 
298 gosub buzz; goto 270 

380 rem —- initialise and display the board - 

316 initboard; 

328 fullw 2: clearw 2: color 1,3,1,1,1: fill 8,8 
330 poke gintin,3: gemsystPS) 

340 for x7-=0 to 8: linef 5+20KxX,3,5+201CxXj 163 
350 linef 5,3r20SxX, 165,3r2eKxXs next kX 

360 linef 172p38,298^33s linef 298,33*293,100 

378 linef 290,108,172,1005 linef 172,180,172,33 

380 color 1,0; fill 281,39s color 3,4: fill 0,0 

398 gotoxy 22,5: ? ’ST Othello^ 

480 gotoxy 26,6: ? "by" 

418 gotoxy 23,7^ ? "F jul Lay " 

428 color 2: goloxy 23|16: ? “ Abort * 

430 for /X=8 tG 7; for xX=0 to 7s 

boar^<xX,yyj =emptyX: nex I ^ 
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piece/^Hwhi ^=3: go^ub putpiece 

450 k^= 4: y5<=4: gosub putpiece 

4d0 piece%=bl acl^Xs yX=3s gosub pgtpiece 

470 xX=3s yX=4: gosub putpiece: return 

400 rem-user square select- 

498 getsquare: 

560 gosub mouseselect 

516 ii mKZ>207 and ifikX< 242 ind Riy^>J4S and myyX^?6 
th^n 56d 

520 a inKX<5 or mx3^>li5 or tr\yyX26 or my^y 136 then 
570 

530 x>:=CmxV[-5)/20s y/^<m//-26>/20 

540 if board"/^CxX,y'^3<>emptythen 579 

550 gosub couotchangess if totaiy.=0 then 570 

return 

560 abortT^ls gosub bleep: return 
570 go^ub buns goto 509 

530 rem - put piece on board - 

590 putpieces 

660 gosub bleeps color 1 ^ 1 ^ J p4 ppieceTS-1 s pell ipse 
15^^20jex^^l3+20K//:,9,9 

610 boarc£<CK>i|y>i>-pLece>i: gorub updateboard: 
return 

620 ref?^ update board — 

630 updateboard; 

640 count ingp^=0 

656 dxV;=0: dy^-1: gosub flip! dxV^l: gosub flip: 

d//=0 5 gosub flip 

660 dyX-1: gosub flips dxX=0: gosub flips 

gosub flip 

670 d//=0s gosub flip: dy5^=-l: gosub flips return 

630 rem flip a run of pieces 

698 flip: 

700 sx^'^xM; s/i^-yX: countX=e 

710 sx^sxX*dxXs s//;=syX^dyX 

720 if skX< 0 or sxX>7 or syX<@ or syX>7 then 

return 

730 bX=boardXCsxXpSyX) : if bX=efnp^y>; then return 
746 if bXt^pieceX then count7^CQuntX+1 s goto 718 
756 it count ingf^=l then tot alX^tot alX+coun tXs 

return 

760 sxX=xX: s/X=yX 

770 while cQuntX>6: sxl^sxX+dxX: syX^syX+dyX 
730 for xrX^? to 0 step --3: color 1 , 1 p 1,4p2-pieceX 
790 pel I ipse 15t20J^sxXp l3+20MsvX,9,xrX: if xrX=0 
then 810 

800 color 1^3^]J^]! pellipse 

15+20KSXX, 13+20SsyX,?,xr% 

810 next xrX: tor xrX=@ to 9 step 3: color 
1 p 1,4,pieceX-l 

820 pell ipse 154 20JsxXJ3+20jtsyX,9,xrX: it xrX=9 
then 340 

830 color j^3^1p]pl; pel 1jpse 

15+20KsxX*13+20SsyX,?,xrX 
840 next xrXs boardXCSxX|syX)-pieceX: 

CQUntX=countX’-1: wend- return 

850 rem-count changes made- 

360 countchanges: 

870 count ingp<= 1: totar/=0: goto 650 

080 reiri-decide computer's move —- 

390 compu t ermove: 

900 hestX^O: for //^0 to 7; for xX=0 to 7 
910 if board"/CxX,yX><>emptyX then 960 

926 gosub countchanges: if totalX=0 then 960 

930 if xX=0 or xX=7 then totalX^totalX^1 


940 if yX=^e or yX=7 then totalX=totalX+I 
950 it tot a IX>-bestX then bestX“tot slX: 
byX^yX 

960 next xX.yXi if bestX>0 then xX=bxX: yX=^byXi 

gosub putpiece: return 

970 gosub buzz: abortX=l 

980 gatoxy 20^9: ? * Game Aborted* 

990 Qotoxy 20*103 ? *No Legal Move'"; return 

1000 rem - count pieces - 

1010 countpieces: 

1020 to la1X^03 for xX=0 to 7; for xX=0 to 7 
1030 if boarc£^-CxX*yX)=pieceX then totalX= totalX+1 
1040 next xX*vX: return 

1050 rem-select start options- 

1060 selec tstar t s 

1070 fulIw 2s clearw 2 

1030 poke gintin*03 9emsysC78> 

1090 color 2p5,lp3p3: Unet 100*25,226*25: Unef 
226*25*220*53 

1100 Unef 220p53, 100*59: linef 100*58* 100*25: fill 
0*0 

1110 gotoxy 13*3; 9 "St Othello" 

1120 gotoxy 17p4i ? "by" 

1130 gotoxy 14*5: ? "Paul Lay" 

1140 color 4: gotoxy 10*10: ? " Player Starts " 
1150 gotoxy 16*12; 9 " Computer Starts " 

1160 gosub mouseselect 
1170 if mx^C90 or mxX>225 then 1206 
1180 if myK>112 and my>;C121 then start2>^htteX: 
goto 1210 

1190 if m//>i32 and m//< 139 then start^l^bl ackV^: 
goto 1210 

1200 gosub buizs gotiO 1160 
12L0 gosub bleep: return 
1220 refli good bleep --- 

1230 bleep; 

1240 sound 1*12*7*5*3: sound ]p0*e*epes return 
1250 rem bad buzz * 

1260 buzz: 

1270 sound 1*12*7*1*3: sound lp0*@*0*0: return 
1230 rem wait for mouse select — 

1290 mouseselec t: 

1300 gemsys(79> 

1310 if peektgintout+6>-0 then 1360 
1320 nix>5=peek<9intou t+2? s fnyX==peek(9intout+4> : 
return 

1330 rem ““ gem interface 
1340 gemint: 

1350 addressINgb: centre I=peek<address*); 
global =peek Cadclresstti-4) 

1360 ginti n=peeK(addressi^ + 3) : 
gin tou t=peek< addr essH'^ 12> 

1370 addr in^peek(addressfl+ 16> : 
addrout=peek(addressH+20>; return 
1330 rem — initialise 
1390 init: 

H00 dim bo3rcf/C3*B> ; empty7-=0: white:;<=J: blacH^=2 
1410 for trJ^0 to Bt read r>;*g!^,b^^ 

1420 poke contrl*i4: poke contrl+2*6* poke 
contri+6,4 

1436 poke intin*cr^: poke in tin+2, 143S(rX 
1440 poke intin+4* 143l!gK: poke inti n+6,143Kb^ 

1450 vdisys<l>: next cr'Ai return 

1460 data 7,7,7,0,0 *0 *7|0,0*6 *7*0 *0 *8,7 

1470 data 7*0,7*4*4,4*5*5*0*0,5,5 H 
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TYPESETTER ELITE is the updated version of the 
popular TYPESETTER ST program. TYPESETTER 
ELITE is a program designed to allow the user 
to layout a full printed page. TYPESETTER 
ELITE provides the user with a HHAT-YOU-SBE- 
IS-WHAT-YOU-GET full page layout. Pictures 
from D.E.G.A.S, and many other drawing 
programs can be added with multiple size and 
styles of text and characters, A TEXT 
PORHATTER is provided to move ASCII files into 
TYPESETTER ELITE pages. D.E.G.A.S.-lilce 
drawing tools are included to add finishing 
touches. In addition, the user can cut and 
paste sections of the screen from one location 
to another. be 


XAt last;!- * WRITE 

At their listening post high on a building In downtown Springfield fA 
Virginia, XLEHT SOP*nfARE heard the desperate cries of the business user* jj|f 
Like a well-oiled machine the team roll into action and produce.... • IJ 
WRITB90. Shouts of j^oy resound as the users now print their VIP and other 
spreadsheets and text files SIDEWAYS in a choice of FIVE different sizes on 
continuous or single sheet paper using EPSON, ATARI, NBC or PROHRITER 
printers. The world is showered With POSTER-SIZE printouts. The price 
also Includes a format utility to increase the storage capacity of your 
disks 1 Help SAVE THE WORLD - BUY WRITS90 nowl 


XLENT SOFTWARE CUK3 
5'16 Alum Rock Road, 
Alum Rocl^ Birmingham, 
B8 3HX, Englanet 
Tel; COB^I 3ST SH10 
Tlx; B6BS7T MOIMREF G 


XLENT SOFTWARE 
P.O. Box 5588, 
Springfield, 

Virgii^a SS150, USA 
Tel: C7a33 644-S881 
Tlx: ESS7a8 XLNT UR 




MEGAFOINIT ST 

ST Version By TflC 

«*nay DeHInger Ultimate « 

Printer Utility^ 


For 

Atari 

ST 

Series 

Supports 
SlUWaD-i. NEC 
Prownter 
Epson and i 
comp.^[itiie 
pnnrei'S A 
Im 


Specfaf Lister -8x8 Fonts’l 

^ \s rWICYZ Ihl4 iat HM fHt. * 


AS wmm^^ fMt. 




r* l^im- 




rtLiiii idi 


A* D.E.G.A.S. Fonts A 

i* ll5^3 Ks CllPUltll font ihis is emutEH iani \ 

' This is NORMAL font. TKis is OLQE loiiti 

Built-in Font Editor 

iHQiP f iHL tmp 

I fltijr '-'-I 

I -II- J rpiWn r-z:—I 11 it r f IIIP [ ipc F PI s Tif nt IE 1 . ] -, 

r«;;n \7i :i i LHJ 1 wa F»r ' 11 < i# 1111 ^ h i n ■ i e ^ r ■ 11 ■«j i h :»" i 

I Mifi j |I M m«r I - !M>H! 


I JPVL - i if j I I if I j I h hi E ill i i p E i tc II 

jiHi mm 

Dump Graphics and Typesetter icons 


The Most Fun You've Ever 
HRd From Your Printer I 

• FIRST WORD COMPATIBLE IPrlrtt 
Pint Worct FMei with MultIpJ* 
Font Styffli) 

- PRINT TEXT FILES WITH 
GRAPH res 




• GEM BASED 


Dealer Enquiries \AAelcome 









SIBOOKSHEIF 


USING ST BASIC ON 
THE ATARI ST 

Glentop Publishing 


A biKjk aimed at both the newcomer to programming 
and those unfamiliar to ST BASIC {not Atari BASIC as it 
states on the covcrj, this is a neat comprehensive book at a 
good price. A lot cheaper than most others available. 

In this casej cheapness does not mean lack of quality for 
the IQO pages are packed with solid informaiion, diagramSj 
example programs and exercises. The book follows the 
pattern of introducing the reader to the language and then 
beginning to WTite programs with each successive chapter 
introducing more and more complex commands. All the 
BASIC keyw^ords are covered bui rather than just give a 
brief explanation each is described in circumstances in which 
it might be used with a small example program included. At 
che end of each chapter exercises are presented to test your 
grasp of the concepts in that chapter. The answers are 
provided at the end^ or at least suggested solutionSj for^ in 
computer programming, a problem can often be solved by 
different means. At the end of the book several ready to run 
programs, of the more serious kind such as conversions and 
calculating programs* are included for you to use or improve. 

It is difficult for someone who already knows how to 
program in BASIC to judge just how good a particular book 
is but this one follows the pattern I used several years ago to 
learn Atari BASIC and which J found particularly 
successful. The book I used all those years ago cost iwice the 
price and at £7.95 I would not hesitate to recommend this to 
any newcomer to the Atari. 
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The book thai any^me interesred in programming the 
ST has been waiting for, and it is as comprehensive as its 
liile! Written in the U.K. by one of the few lady 
computeristSj Katherine Peel, who has written in-depth 
articles for one of the major UK magazines, it surpasses 
anything yet published in the States and is destined to 
become a standard reference. 

.Much of the information is distilled friim the ST 
Developers Kit but it has been expanded and enhanced and 
presented in a much more readable form. It is not a book for 
beginners but anyone w ho can write, or even dabble, in C or 
Assembly sh(}uld have a copy as an essential reference, It 
begins w ith a general description of the ST hardware and 
includes pin diagrams of all the expansion ports and 
interfaces together with information on all of the processors 
and internal controllers. An overview- of TOS comes next 
with full details of graphics, sound, GE.MDOS and the 
various interfaces such as the keyboard and floppy disk 
interfaces GExM BIOS calls, Extended BIOS calls, BDOS 
calls, VDI functions. Input functions, Inquire functions, all 
and a lot more are documented. It is impossible in a review 
to state just how much information there is. 

Ten appendices provide all the reference material you 
might need whilst another gives recommendations, 
compatibility and comparisons of the various 
ASSBiMBLERS available. The btiok is rounded t>ff with 
sample programs documented for several Assemblers. 

If you had an 8-bit Atari, then this could be considered 
the equivalent of the famous Technical Users Notes. It is 
surely essential to anyone who does not have access to the 
Developers Notes but who seriously wants to program the 
ST. I don't know how^ many pages there are (they arc 
numbered in sections) but it is about an inch thick and worth 
every penny of the price, A 
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WOOTTON 
COMPUTERS i 


HARDWARE 


Sabre Soft 
4Sk Disk 

Reviewed by Alan Goldsbro 


FULL RANGE 


NEW PRICES! 


Phone for details 


After Word processing. Databases are the most popular 
of the serious applications available for computers and for 
programmers and others keeping track of your disks and pro- 
ducing mailing labels ranks high amongst priorities. Sabre 
Soft has brought out a product that effectively covers both of 
these requirements. Both programs are for the XL/XE,'400,' 
800 range and, requiring BASIC are available on a double 
sided disk. 

SABRE LABEL has three sections, Address Labels, Binary 
Labels (Disk Directory) and Miscellaneous Labels, 

Booting up the program takes you only a minute, 
through the title screen onto a menu using an altered char¬ 
acter set which is quite readable- Selecting any one of the 
above sections will take you through a well planned and 
trapped procedure. The address section for instance will 
allow you to create a label of up to forty characters wide and 
five lines deep. Editing facilities are available at all times with 
verification on many points. Any number of labels from 1 to 
100 can be printed using a range of different print styles. 
Labels can be saved to disk for future use and merged with a 
word processor if required. 

Of the other two options, Binary Label function will read 
a DOS 2 or 2.5 disk directory with or without your choice tif 
title and disk number and Miscellaneous Labels gives you 
eight lines to type in your own detail or any kind. All labels 
may be saved to Disk and the program will accept printer 
codes inserted into the label area to configure individual lines 
of text to for mixed print styles. 

SABRE BASE i& 3 menu driven system to read data from 
your program disks or catalogue Binary or Muki boot type 
disks. The main menu is made up ot i number of items which 
allow you to input data, store, son, search^ retrieve and print 
data, creaie data disk, delete data, send data to text file and 
up RAM disk. Up to four different data file names may be 
held on each disk. 

Without going into too much detail, this program wi|] 
rake all the hard work out of creating and maintaining a data¬ 
base of your programs on disk. With full sort, both numeri¬ 
cally and alphabetically and a comprehensive search facility^ 
the program even has printer controL Sabre base will allows 
you the luxury of Misting' the database to disk in an ASCII 
format suitable for merging into most word processors. 

The label program worked well indeed, giving a range of 
printer styles and controL I found the program well trapped 
and friendly to use. Sabre Base unfortunately proved to be 
difficult to load, my review- copy could only be Iciadcd 
through DOS- It actually took a couple of minutes to boat up, 
unfortunately I have no idea whether this w'as a design fault 
or the disk being corrupted however the program was w-cll 
trapped and easy to use^ The sort feature was a little slow, it 
took tw^o minutes to alphabetise thirty-five entries but the 
Search facility was much faster taking only five seconds on 
average to find your selection. 

Overall I thought the program was good value for money 
at only £4.^5 for a double-sided disk with a surprisingly well 
written 34 page manual. Available by post only from Sabre 
Soft of Cambridge. • 
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POST t EXTItA. 


WOOTTON COMPUTERS 

116, Edleston Road, Crewe, CW2 7HD 
Tel. 0270 214118 


It AM BIT [l jnierface hited in tOI 0, XC11 nr 
Phoncmnrk cassette wiih XL or XE AUTO 
converts many different ni code program types 
(Le. multi-stage, long block etc,} lo around 6iHy\ 

/asterloading. Normal software loading 
unaffected- Version 1 availuble for 4IHI K<H1 

Kit £1S or Fitted and Tested £25 (state 
computer cassetli; model) 

For further details send s.a.e. 

Cheques payable to 
RAMBIT, 59, TOW NINCi CLOSE, 

DEEPING ST. JAMES, PETERBOROUGH, 

PE6 8HS 

Solti i-ubj-eel lo non^iirfrinRciFienl t»f ccip>ripihi 


QMEG 


e 256K MEMORY EXPANSION u 

Plugs- inia Aibti 60Ci/ 600XL EKpiansion ConnectOf. Mq rnodlficalions 
raquir&d. Comeltit^ with 1S2K FdrrkdiS^k ^oriware whiDh hdida b Full -dqgblB 
den St tv disk. 

FULLY COMPATIBLE WITH 
ATAm DOa 2.S RAMDkSK 
SPAHTADOB HAMDISK 
SYNFILE . 

BASIC XE 

AND ALL OTHER KE SPECIALITY PROGRAMS 

CS5 including PAP, F^mdisk SoFtware and dotumeniaiidn on diEk 

ALSO 

Any t6K Atart4CHl/fld0^-6d0XL miernaiiy expandsd to4a/64K 

E4S mcliidmg fftiurn postage oi Alan 
Send GMeques/Postal ordefs/Stamped SAE enguines to. 

S. FlT^JOHN, 46 Ldriidnl# Raad, Slumlord, Line*. PE« 3nN 








THE ATARI 

XMM801 

PRINTER 


Firstly I would like to say that the appearance of this 
printer isays a lot for Atari^ it seems that they do listen to us. 
Just a few months ago people were saying ^Yes but now the 
ST range is out, Atari, and just about everyone else has 
abandoned the 8-bit users"^ and when the ST range appeared 
I must admit that I thought the same. But no. Atari have 
proved us all wrong and the appearance of this particularly 
good printer wall hopefully herald Atari's commitment to the 
8-bit range. 

Until now, all the Atari prititers have been rough and 
ready affairs so what w^ould make you go out and buy another 
one? Let’s first take a look at the other printers still available 
from Atari and then go on to discuss the virtues of the 
XMM801. 

The 1029 looks and behaves too much like the 
Commodore MPS801 for my liking, in fact it is, together 
w^ith an Amstrad model, the same design with the software 
inside the printer altered to suit. It can do screen dumps, 
w'ith the right softw^are^ it is compact and functional and, 
although the prim quality isn’t great, it’s okay if you use a 
new ribbon every 20 or 30 pages. It is however fairly old 
technology and its main advantage is the price of around 
£119 or less which is excellent for any dot matrix printer. 
The 1029 wdll still suit youngsters who want to use it for 
screen dumps and those w^ho want program listings and are 
not too worried about the overall look of any text processing 
they do. 

As for the 1027, w^ell how Atari got themselves mixed up 
in thi^ I don’t know^ It w^orks okay, if you use fairly heavy 
paper (1 gram photocopy paper) and you may even get 

your print in fairly straight lines most of the time!. It is my 
firm belief that Atari should have concentrated on replacing 
thisj rather than the 1029 because, although the XlUM 801 is 
a fine printer is is mt a Letter Quality printer. I suppose 
thtiugh that the one thing in the I027’s favour is its price as 
no other true Letter Quality printer comes remotely near the 
price. 

So on to the XMMSOl w^hich is a beautifully designed 
and crafted machine. It matches the 130XB perfectly, being 
the same shade of grey over its main body with a black 
translucent cover. The cover is, unfortunately, quite difficult 
to see through so you may remove it if you wish as the 
primer \$ fairly quiet anyway. Do remember to replace it 
after use though as it is primarily a du^t cover for the delicate 
machinery^ inside. 

There are a set of 3 keys and 3 I TD’s on the top in the 
right hand corner which are, from back to front, Power, No 
Paper and On l-inc- In front of the On Line lamp is a key 
w^hich acts as a toggle betw^een on and off line with the LED 
glow'ing when the printer is ready. There are Line Feed and 
Form Feed keys in front w^hich are disabled w^hen the 
machine i^ On Line. The dimensions of the printer arc 4^ 
inches (113mm) high by I5l inches (394mm} wide and 13] 
inches (347mm) deep. It weighs less than 11 pounds. With 
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only 8 pins on the head it manages an H x 9 matrix and the 
head can survive over 30,000,000 characters. 

The new printer is virtually an Ep^ion. The manual tells 
you so and dumping those masterpieces to this printer 
should not prove too difficult as several screen dump 
programs have been published in magazines over the years. 
Be w^arned though that several prinieTS that claim 'full Epson 
compatibility’ are often only 98''compatible and could hang 
on some commercial programs, I have not had the 
opportunity to test this on every program on the market! 

Either friction or tractor feed can be used but if you 
want to use tekx rolls you will have to get yourself a pair of 
scissors as there is no paper cutting facility on the cover or 
elsewhere. An unusual feature, which it shares w^irh the 1029, 
is that the plastic lid covering the platen pulls up from the 
back to the front making it necessary to remove ihe cover to 
replace ribbons. As the cover has no practical function other 
than a dust cover, perhaps it would have been better to have 
hinged it at the rear. 

None of the Atari printers use the same ribbon. The 
ribbon for ihe 1029 is fairly easy to get hold of, at £3.95 from 
Boots, and although the manual says the X.^iM80l ribbon is 
specifically designed, it should also be pretty standard at 
around £5 or less. An annoying feature about the machine is 
that it prints dead centre on the ribbon so that a twist in the 
ribbon will not give it a longer life. Ribbons for the 1029 and 
XMM80I can be re-inked at about a third of their cost if you 
can find the right company to go to. The XMM801 also 
comes wdth a carbon ribbon which allow^s exceptionally high 
quality print but w hich of course has 10 be thrown away after 
one run through. 

To load the paper, you need the paper release in the 
friction position, high^ but to use the tractor it must be in the 
low position. You will need fairly slim fingers to change the 
paper easily as this lever is squeezed between the outer case 
and the edge of the carriage, mind you don’t cut yourself on 
the metal paper guide! All that was needed to fix this 
problem was for Atari to put a small handle on top of the 
selector. I’here is no tension release for changing the ribbon 
and the print head is fairly tight against the platen. 

If you want to use single sheets you will have to disable 
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the paper out sensor which can be done from within your 
text file by sending ESC O. Unfortunately when I tried it, 
the printer put a couple of extra line feeds in just where it 
would have sounded the alarm. 

Now why is this machine so special that it commands 
£50 more than the 1029? Well, firstly, it is Epson compatible 
and many people swear by this standard. It is a fully 
featured, bi-directional, 80 cps, 480 dot per line (960 in high 
density graphics mode) NLQ matrix printer with lots and 
Jots of features. It has double strike (NLQ), bold, double 
Vfidth, condensed, Elite and Pica, normal and high density 
graphics modes, can backspace and print a second character 
over a first. Xhe Atari International character set is 
supported, there is a paper out sensor, it can scroll from 1.'6 
th of an inch to 1/216 of an inch. It will support proportional 
spacing in Elite mode, has superscripts and subscripts, 
definable bi- or uni-directional printing and can control the 
platen in both directions, feeding the paper forwards or 
backwards. There are also up to five tabulation stops which 
can be set individually. 

All m all this is an excellent machine that has features 
which most of the better word processors can use to the full. 
Add a couple more 'features', its price of £175 and the fact 
that you don’t need an interface and I am sure that this must 
be the printer for any Atari ow'ner who wants good quality 
print. Even if you already have an interface you will be hard 
pressed to match the quality at this price and if you have to 
fork out £60 odd for an interface on top of the price of a 
third party printer, there is surely no contest! 


Tt STAR CHOICE ^ 

LEADER BOARD C/D G8.S 

★ BOULDHRDASH CONST. CD £ I 

SILENT SERVICE D 

★ HARD BALL D 


DISKS ... DISKS ... DISKS ... 

4CTALAS 12 75 WASH HITS 5 

RD RACE 12,15 WASH H1T.S 4 

12.75 eXSLOS SD S CH ES S 

12.75 SJPEWLNJJEER 

RUC:t10N 12,75 JUMP JET 

IQ.iS SOtO FLtC^HTII 
rR UCTt€lX 1 2_7S STEVE 1>AV| S SNOOK JiK 

i STONE 12 75 MERCESAHT 

5 M ER CENARY SE(J>NP CITY 

25r4S MERCENAR Y COMI^ENDtL.Vl 

** TS APSflAITRJLOCV 

iR SPY 12,75 GEM STONE WA R RJOR 

iEVENGE I2J5 llECISION IN IlFSEftT 

** CRLfSADi: IN EIHOPE 

RAID OVER MOSc:nw 

1 1.15 CLTJMA 11J EVOtlVS 

12-75 JEW Ills of DAHK NES S 

DEPT. 19.95 COM PUTER A HT CR EA I OR 

<AHATE to.jo liEF.R BELLt Ilf-RT 

NCcuEAR nic:k 

l*.TS NEW VORK CITY 
10.»5 SCIMJTER 


RESCUE FRACTAL AS 4Ak 
GT. AMUR, Rli race 4ltk 
GHOSTBLSTERS JSk 
RED MOON S2k 
WORM JN PARADISE 
PRICE OFMAGJKWk 
MORDENS QUEST 4RY 
MDEWJNPLK 4ilk 
POLAR PIERRE 
TAIL HliTA LVHAE JSii 
SPV VSSPVtUSk 
bollderdash rr^iih 

INTERNATIQMAL KARATE 4@k 
TRAlLaLAEEn 4eii 
BTAROUAKEAgk 


MLMB1.es super spy 
MONTEZUMAS REVENGE 4Jlk 
greatest hits I 4Ak 
S.MASK JllTS55ik 
DA VAT THE RACES 4flk 
WAR CIOPTEB 4Nk 
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ADJUST IT!^ 


As a fylltjw on from last issue's Speed Check program, 
let’s take a look at the symptoms of an incorrect drive motor 
speed, ways of testing it and ways of adjusting it. 

SYMPTOMS 

As you arc probably aware, an Atari formatted disk 
consists of 40 tracks. Each track is divided into lEt sectors of 
equal size. Each sector has 128 data bytes — this is the data 
that you normally read or write to disk. What you may not 
know, is that there are a number of extra bytes at the 
beginning and end of the data bytes, These are not accessible 
to uSj but are used by the drive’s disk controller for 
indicating track number, sector number, cyclic redundancy 
checks (similar to checksums) and various dummy bytes to 
ensure the integrity of each sector. In addition, each track 
has an extra very narrow ’sector’ used as an index to define 
the start of the track. 

All this information is written to the disk when it is first 
formatted. However, if the disk is spinning too fast, some of 
the important housekeeping information may be overwTitten. 
This results in improper formatting which might not be 
detected at formatting time. This will show up at a later date 
with the occurrence of Device Done Errors (ERROR 144), A 
fast drive may also have trouble wriling to a disk formatted at 
a slower speed, as it will overwrite the space allocated on the 
disk. 

On the other hand, if the drive speed is too slow', the 
data will be packed closer together and becomes hard to read 
by a drive operating at normal (or fast) speed. You may not 
be aware of this problem until somebody with a faster drive 
has trouble trying to read your disks (although slow drives 
can usually read disks formatted at faster speeds). The inside 
tracks (i,e, closer to the centre) are the first that are likely to 
fail due to the closer packing of data. 

Other errors may also occur, but these are the most 
common. 

TESTING 

You should test the speed i^f your drive at least once a 
month. If you use it a lot, then increase the frequency of the 
tests, A commercial software developer should probably test 
it once a week! It is also important to check the speed before 
a formatting session, as this is when it is most critical. 

Keep in mind that drives tend to spin faster when they 
arc first turned on and slow down slightly as the internal 
mechanisms w-arm up with use, You should therefore test the 
drive’s speed at a time most appropriate to your usage habits. 

I am aware of 3 different ways of testing the disk motor 
speed. The first method is the one used by Atari as outlined 
in their service manuals. For example, sec pages 7-9 to 7-10 
of the Atari 810 Service Manual. This method requires some 
fancy equipment (such as an oscilloscope) which makes it 
impractical for the average user. It measures the disk speed 
indirectly by measuring the current travelling from the drive 


Did you check out SPEED CHECK 
last issue? If you have problems 
with your drive Garry Francis now 
tells you how to adjust It. 


motor’s generator. The measured value is then compared 
w'ith the optimum value listed in a table. If it differs, then the 
speed needs adjusting. 

The second method is to use a stroboscope. The 
manufacturers of disk drives often include this on the 
flywheel of the drive. In the case of the 810, if you remove 
the top and bottom covers of the drive and turn it upside 
down, you will see a large circular hole in the metal 
baseplate. Through this hole, you can clearly see the large 
flywheel that the drive belt passes around. Attached to the 
flywheel is a stroboscope with two concentric rings of 
markings. The innermost ring is marked ’50’ for 50FIz power 
supplies such as Australia and the U.K, The outermost ring 
is marked ‘60’ for 60Hz power supplies such as the United 
States, You will note that they differ in the number of 
markings. The 50Hz scale has 20 markings and the 60Hz 
scale has 24. 

The stroboscope works by flashing a light on it while the 
drive is spinning. The flash rate should be the same as the 
pow'Cr supply (i.e. 50 times per second for Australia and the 
U.K, or 60 times per second for U.S.A.). A fluoresceni light 
is usually good enough to do the trick. If the scale appears to 
be stationary', then the speed is correct. If the scale appears 
to be slowly moving, then the speed needs adjusting. 

Unfortunately, in the case of the 810, some quick 
calculations reveal that the stroboscope is totally useless. The 
reason for this is that the drive was originally designed to 
spin at 300 r.p.m. (and the stroboscope designed to suit), but 
Atari have adapted it to run at 288 r.p.m, 

[ tried making my own stroboscope to test for 288 
r.p.m., but it proved to be a huge flop, 

The third method is, of course, to use a software driven 
speed tester such as Speed Cheek from last issue. You don’t 
have to disassemble your drive, it does not require any extra 
hardware, it is reliable and it is remarkably simple to use. See 
last issue for complete details. 

If any of the tests indicate that your drive is operating at 
the incorrect speed, then you’d better correct it quickly. 
There are two options open to you. You can take it to your 
nearest Atari Service Centre and get it fixed by a qualified 
technician or you can fix it yourself, 

ADJUSTING DISK SPEED 

Adjusting the drive speed is a ridiculously simple job. 

If you follow' the instructions below, you should have no 
trouble. There are already thousands of users adjusting the 
speed of their ow'n drives. 
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There are only two points to keep in inind- Firstly, 
adjusting your own drive may void any warranty you have on 
it and secondJy, neither the author nor PAGE 6 wilJ accept 
any responsibility for damage you cause if you do the wrong 
thing. Use your common sense. If you don't feel confident of 
adjusting the speed, then don’t do it! Take it to an authorised 
Atari Service Centre. 

The Atari disk drive has had a turbulent history, in 
which It has gone through a number of changes, The originaJ 
Atan 810 was plagued with problems from the day it was 
mtrcduced, To Atari’s credit, they made several 
modifications to improve the drive’s performance, including 
a. revised file management system (DOS 2.0), the addition of 
a data separator board and the Revision C ROM chip. If you 
have one of these early drives, see the instructions given 
under ‘Early Atari 810’. 

After a couple of years, an extra printed circuit board 
was added to the framework above the read/write head. Its 
function was to regulate the disk motor speed. This was in 
recognition of one of the drive’s most common problems - it 
tends to drift from the correct speed. If you open up your 
drive and find that it has one of these boards, then you 
should use the instructions given under ‘Late Atari 810’, 

In the Morgan era. Atari replaced the aging 810 with the 
lower profile 1050. If you have one of these drives, then use 
the instructions given under ‘Atari 1050*. 

Before you start, you will need; 

A pointy-bladed knife 

A medium sized Philips head screwdriver 

A medium to small sized slot screwdriver 

A copy of Speed Check 

About 10 minutes of your precious time 

Ensure that all tools are free of magnetism. (If a 
screwdriver can pick up a single pin or staple, then it is 
magnetised.) 


EARLY ATARI 810 

1. Prepare a clean, dust-free environment to work in. Stray 
bits of dust, hair and other foreign particles can cause 
damage to the disk drive. 

2. There are 4 circular self adhesive tabs covering the 
sere wholes at each comer of the top cover of the drive 
Remove these using a pointy-bladed knife or similar pointed 
object. Upon removal, these tabs take on a life of their own. 
They love sticking to shirt sleeves and anything else that 

comes w ithin range of them, so put them aside in a safe 
place. 

3. Use a medium sized Philips head screwdriver to remove 
the screws in each of the 4 holes. 

4. Remove the cover by lifting it straight up and place it to 
one side, 

5. While the cover is off, take a good look around inside to 
familiarise yourself with what things look like and where 
they re located, but do not touch anything unless you know 
what you’re doing, 

6. Lying flat at the back of the drive is a printed circuit btiard 
known as the rear board or power board. Locate the 
potentiometer labelled R142 in the back left hand comer of 
this board. It is a plastic disc about 15mm diameter with a 
slot through the centre. It is usually milky white in colour, 
but some sources have quoted models that are blue, 

7. Run Speed Check, It’s okay to run the drive with the 
cover off, just be careful not to touch anything. 

8. Carefully place the slot screwdriver in the slot of the 


potentiometer without touching any other components. 

Turn the potentiometer clockwise to slow the drive down or 
anti-clockwise to speed it up. You only need to turn it in tiny 
increments. 

9. Check the test results being displayed on the screen by 
Speed Check If the resul ts are not consistently in the green 
region, then repeat step 8 until they are. 

10, Replace the drive cover and check the test results one 
more time before screwing it in place. 


LATE ATARI 810 

1-5. As for the early 810, 

6. These drives are identified by the extra printed circuit 
board mounted above the drive mechanism. Locate the 
potentiometer labelled R104 which should be to the left of 
the only integrated circuit on this board. It is usually green 
with a small screw head protruding from the top, 

7“10, As for the early 810. 


ATARI 1050 


1. Observe the precautions outlined in 1 above. 

2. Remove the power and I. O cords, 

3. Turn the drive over and remove the four sunken screws at 
each comer together with the two at the front holding the 
front plate. 

4. Turn the drive right way up and remove the top cover by 
lifting it from the back and sliding it forward to disengage 
the front plate. It is important to move the front panel 
forward as you may otherwise break the plastic lugs 
connecting the front panel to the top. 

5. Follow the precautions in 5 abtive. 

6. The potentiometer is a small blue upright box on the left 
(as you look towards the rear) side of the circuit board at the 
back of the drive. It is labelled VR2. There is a small screw 
on the top which may be covered with some sort of sealant. If 
so, you must chip this away carefutiy with a sharp 
screwdriver or knife. Be very carefuL The sealant is quite 
hard and it is easy to slip and damage other components. 

Take your time. This is the only step where a heavy hand 
could cause damage, 

7. Carefully re-inscrt the power cord and I/O lead, switch on 
and run SPEED CHECK. 

8. If the results of Speed Check show a variation of speed 
from 288 r.p.m, insert a small screwdriver in the screw on 
the potentiometer to adjust the speed. Turning 

anti-clockwise will slow the drive down and clockwise will 
speed it up. 

9. When you are satisfied, switch off the drive and replace 
the top cover by placing it on the drive with the front 
overlapping and then sliding it back, ensuring that the two 
lugs on the bottom of the front panel engage with the slots on 
the case. Finally turn the drive over and replace the screws. 


If on any model you find that you cannot achieve the 
correct speed or the speed varies or is consistently slow 
shortly after adjustment, then you may have a hardware 
problem. This could be due to a stretched or incorrectly 
tensioned drive belt, a bad write protect circuit or drive 
motor circui t, the drive motor tach line is out of place or the 
spmdie bearings are freezing. In any case, take your drive to 
the nearest Atari Service Centre for repairs. 

Good luck! ^ 
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Anyone who purchased the 1029 primer to enable them 
to debug programs will almost certainly be disappointed in 
that it does not print anything like the full range of characters 
that appear on the TV screen. All is not lost, howevetj as the 
1029 is capable of both Bit Image Mode and International 
Character mtxle which together can be used to print those 
‘unprintable’ characters. 

The accompanying program can be used to prim any 
program that has been LISTcd to disk and will show all 
control characters as well as inverse characters in much the 
same way as the listings in PAGE b. The program to be 
printed must be in LISTed form on disk. Just run the 
program and follow the prompts. The length of line for the 
printer is requested, defaulting to the normal screen width of 
38 but this can be overtyped. The number of lines per page 
can also be similarly altered. Enter the filename to be printed 
without using ‘D;’ or quotation marks. The program will 
default to drive 1. When the file has been located, the screen 
is turned off and printing begins. 

Once the number of lines per page has been reached the 
screen is turned on and the message 'NEW PAGE’ appears. 
You may now ad just the paper or insert another sheet before 
pressing RETURN to continue. 

The listing is offset from the left margin by using a 
standard tab (’/) in line 110 which will allow for hole 
punching for storage and the page heading and page 
numbering is printed in double width. 

For those who would like some more information on 
how the program works I will provide some brief notes, 

FORMING CHARACTERS 

Firstly it is important to understand how characters 
are formed in Bit Image Mode. The printed character is 
made up of a matrix of 7 dots high by 5 dots wide (compared 
with a screen image of 8 pixels high by 8 wide). In Bit image 
Mode it is possible to address single dots column by column. 
Standard binary is used but as the matrix is only 7 dots high 
only a maximum of 127 can be used in each column. This 
would give a full vertical line. 

Each of the 5 columns is constructed as follows: 

Top dot ... 64 

32 

16 

8 

4 

a 

Bottom ... 1 

To construct a line of dots in the first column of, say, the 
top, second to bottom and bottom rows, simply add up the 

conllnued overleaf 
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values for each row and write this as a DATA statement: 

10 DATA 69 

Now repeat for all five columns to build up the 
necessary shape of the character: 

10 DATA 69,111^65,13,127 

An additional point to note is that although the 1029 
uses five columns for a character it normally also prints a 
sixth blank column to separate the characters and this rule 
must be obeyed in order to use the Bit Image Mode to print 
alternative characters. So, a 6th line of dots (in this case no 
dots) must be added so the data must end in 0: 

10 DATA 69,111,65,13,127,0 

BIT IMAGE MODE 

To put the 1029 in Bit Image Mode it is necessary to 
send the code ESC ESC A to the printer. This must be 
followed by the Most Significant Bit (MSB) and the l.east 
Significant Bit (LSB) denoting the number of rows of data to 
be sent to the printer. In this case, since we have only 6 rows 
of data the MSB = 0 and LSB = 6. 

The routine for sending the Bit Image data is in lines 
360 to 420 of the program; 

Line 360 sends the instruction to Set Bit Image Mode, MSB 
and LSB, 

Line 370 selects the DATA line that contains the matrix to 
be printed. It i$ 1000 plus the ATASCII code for a 
particular character. For example, the ATASCII code for 
Inverse CONTROL B is 130 so line 1130 contains that data. 
Lines 380 to 410 read the DATA statement and prints the 
individual columns of selected dO'ts, Line 420 returns to the 
main program to find the next character to be printed. 

INTERNATIONAL CHARACTERS 

So much for *non-standard' characters but there arc in 
fact several characters that the 1029 can print without using 
the Bit Image Mode and constructing DATA statements. 
These are included in the 'International Character Set’ and 
include such characters as ‘clear screen’ and ‘cursor arrows’. 
These can be printed simply by putting the 1029 into 
International mode by sending the codes ESC 
CONTROL-W to mm on the ntode and ESC 
CONTROL-X to turn it off. Line 330 of the program does 
this. 


The heart of the program lies between lines 120 and 220. 
Each character to be printed is read from the disk (GET 
#1 jA) and the ATASCII value is checked. If the character is 
not one which can be printed normally, the program goes to 
the subroutine for either Bit Image Mode or International 
Mode as appropriate. If the character is standard the 
program continues to line 200 where it is printed as normal. 

One slight drawback is that some characters, being 
normally 8 bits wide are difficult to fit into a 5 dot matrix so 
the sixth dot has to be used and the spacing is lost. The 
results however are still quite legible, 

I hope that 1029 owners will find new uses for their 
printer wath the information in this article and program. It 
should be quite simple, for instance to print the elusive £ 
sign with a little thought. Remember it is ATASCII code 3 
or CONTOL-H in International mode. 
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51 i#00 EAIA £4^BO^30^00^24#0 
UF 1001 EOTA a#120#126#24,24,0 
UN 1002 bOTO 0#DpOpl26pl26,e 
IR 1002 bOTO 24#24,120,120,0,4 
SR 1004 OflTA 24p24.1£4,l£a^e^0 
PQ 4005 DATA 24,24,34,34,0,0 
KA 1040 OAtA 6,12,24,40,?0,4 
E5 1407 DATA 40 ,4a , Z4,12 ,4 p 0 
Cl lOOa DATA 2,0,14,30,42,0 
CH 140V DATA 4,0,6,0^6,0 
ZW 1010 EATA 0:2,34^14,0,2,0 
RS IBII DATA ej0,}fi,»,50,e 
HA 1012 DATA 94,96,50,0,0,4 
ZD 1413 DATA 96,96,96,90,90,0 
HE 1414 DATA 4,B,6,6,O,0 
2A lOlS DATA O,O,4,0p0^B 
7P 1410 DATA 24,10,110,24,24,0 
Ti 1017 DATA Op 30,10,24<24,0 
HC 1410 DATA 24,24,24,24,24,0 
M- 101? DATA 24,24,120,24,24,0 
Uir 1020 DATA 24,64,04,64,24,0 
RH 1021 DATA 14,14,14,14,14,4 
OH 1422 DATA 120<126,0,4,0 
TI 1023 DATA 24,24,34,24,24^0 
RR 1024 DATA 24,24,120,24,24,4 
PA 1026 DATA 126,110,120,0,4,0 
LD 1426 DATA 120p124,24,24,0,0 
tK 1027 DATA 124,04,07,6^5,0 
PE 1096 DATA 4,2«,62^24,0p0 
LJ 1123 DATA 4,26,62,26,0.0 
10 1126 DATA 103,07.97,07,103,0 
JO 1129 DATA 126p4^Opie2,i02,4 
DL 1134 DATA 126,120.126,0,4,0 
TD 1131 DATA 102.102,0,0^126,0 
J2 1132 DATA 162,102.0,0^120,0 
JK 1133 DATA 102^ lD2\p 90,96,126,4 
m 1134 DATA 120,114,102,74,34,0 
TD 1135 DATA 30,70,102,114,120.4 
EH 1136 DATA 124,120.112,96,64^0 
ZN 1137 DATA 126,120,120,124,120.0 
ZH 1330 DATA 64,90,112,124^124^4 
DA 1139 DATA 120,126,30,30,30,0 
ID 1140 DATA 34,34,34,126,124.0 


IV 1142 DOIA 120,120,120^124,120,4 
ft EO 1143 DATA 124,124,120,126,126,0 
DS 1144 DATA 103,101,9,101,103,0 
CZ 1145 DATA 120,96,96,142,142^4 
5V 1146 DATA 102,102,142,102,102,0 
IP 1147 DATA 142,142.0^142,102,0 
C5 1146 DATA 102,66,64,06,102,0 
HG 1149 DATA 112.112^ 112 , U2,112,0 
on USD DATA 0,0,126,126,126,0 
W tlSI DATA 142,142,96,102.102,0 
HI 1152 DATA 142,102,6,102,102.0 
VC 1163 DATA 0,4,0^126,326,0 
OF 1154 DATA 126,0,6,102,142,0 
OK 1156 DATA 119,111,65,111,119,0 
LF 1167 DATA 119,123,65,123.119,0 
U1 1150 DATA 119,99,40,119.119,0 
142 1169 DATA 119,119,45,99,119.0 
up 1164 DATA 127,127,127,117,127,0 
5D 1101 DATA 127,127,69,127,127,0 
TF 1162 DATA 127,79,127*79,127,0 
HD 1163 DATA 107,65,107,65,147,4 
KK 1164 DATA 111,69>20^Ol,123,0 
PL 1166 DATA 127,91,119,109,127,4 
6P 1166 DATA 127,43,45.41^117,0 
UH 1167 DATA 127,119,79,127,127,0 
H4 1164 DATA 127,99,93,62,127,0 
RU 1169 DATA 127,62,93,99,127,0 
TH 1170 DATA 05,65,99,05,45.4 
00 1171 DATA 127,119,65,119,127,0 
OH 1172 DATA 127,125,115,127,127^4 
KG 1173 DATA 127,119,119,119,127,0 
m 1174 DATA 117,121^121,127,127^4 
HF 1175 DATA 124,121,119,111^95,0 
UH 1170 DATA 126,67,66,97,95,0 
41 1177 DATA 127,109,66,125,127,0 
PV 1174 DATA 111^93,09,49,127,0 
DC 1179 DATA 123,93,06,73^96,0 
HT 1104 DATA 127,116,107,45,133,0 
JR 1101 DATA 123^77^46,61,127,4 
KA 1162 DATA 127,65,05,01,127,0 
HD 1103 DATA 127,93,91,71,127,0 
MC 1104 DATA 127,65,05,65,127,0 
OS 1105 DATA 117,49,45,65,137,0 
PC 1140 DATA 127,127,73,127,127,0 
OW 1107 DATA 127,126,03,127,127,4 
KV 1166 DATA 127,119,147,93,62,4 
RD 1109 DATA 127,107,147,147,127,0 
JH 1190 DATA 62,93,107,119,127,4 
UK 1191 DATA 127,95,62,79,127,0 
TH 1192 DATA 99,91,69,69,127,4 
OK 1193 DATA 127,97,91,92^127,0 
LH 1194 DATA 12?,05,05,05<107,0 
K0 1195 DATA 127.65,93^93^107,0 
MJ 1196 DATA 127<65.93,107,119,D 
OH 1197 DATA 127,65,45,45,127.0 
RP 1190 DATA 127,65,47,47,127,0 


PD 1199 DATA 127,99,93^05^116^6 
IR 1200 DATA 127,65.119,65,127,0 
HR 1241 DATA 127.93,65,93,127,0 
K1 1202 DATA 127,121,93,65,95,0 
LR 1203 DATA 127,66p1J9^107,93,4 
LD 1204 DATA 137j65,125,125,177^0 
6T 1205 DATA 65,111,119,111,65,0 
EO 1206 DATA 65^111,119<123,65,0 
HV 1247 DATA 127,45,93,65,12?,0 
JR 1240 DATA 127,05,07,07,111.0 
JK 1209 DATA 127#65,93,64,126,0 
HF 1110 DAIA lZ7^65pa?p03,109,0 
RS 1311 DATA 127,77,65,H9,127,4 
HO 13*2 DATA 127,95,65,95,127,4 
JN 1213 DATA 127,65,125,65,127,0 
€E 1114 DATA 95,103p121^|43,95,4 
RK 1215 DATA 65,125,115,125,45,0 
LD 1316 DATA 93,147#119pla7^93,0 
PR 1317 DATA 127,79,113,79,137,0 
5C 1310 DATA 127,09,05,77,127,0 
HC 1219 DATA 137,65,93,93,127,0 
F5 1220 DATA 95, Hi, 119 # 123,126,0 
Kt 3221 DATA 127#93,93,65,127,0 
H9 1223 DATA 119<111,95,111,119,4 
m 1223 DATA 125#135,135,125,125,4 
UR 112* DATA 119,99,65,99,119,0 
OM 1325 DATA 123,05,05,97,137,# 

JD 1226 DATA 427,45,117,117#121#0 
TO 1227 DATA 127,115,109,149,127,0 
HT 1274 DATA 133,117.117,65,127,4 
HR 1329 DATA 127,99,05,141,137#0 
RU 1230 DATA 127,119,65,67,95,4 
KC 1231 DATA 114,146,106#113,127,4 
ttU 1232 DATA 127,65,119,111,127,0 
LA 1231 DATA 127,117,01,125,127,0 
IE 1234 DATA 137,121#125,41,127,4 
LD 1235 DATA 127,65#123,117,127,0 
L9 1236 DATA 127,95,65#125#127,0 
JD 124? DATA 97,111,119,111,97,0 
HV 1234 DATA 127,113,119,113,127,0 
HH 1239 DATA 127,113,117,113#127,6 
OP 1240 DATA 127,96,107#107,119#0 
DO 1241 DATA 119#la7^107#94,12?,0 
06 1242 DATA 127,113#119#1Z3#127,0 
KL 1243 DATA 127#169,IBI#145#149,4 
HH 1244 DATA 111#67^149^121,127#0 
LD 1245 DATA 127#111,125,111,127,0 
DH 1246 DATA 119,123#125,121,Il9,0 
HR 1247 DATA 97,125#|23,125#97#0 
01- 1248 DATA 127,117,121, 117,127# 0 
SF 1249 DATA 127#119,121#111 * 127, t 
LI 1250 DATA 109#105,141#109,127#4 
EF 1251 DATA Il9,101#65,101,119#4 
D£ 1252 DATA 127#127,0,127,J2?#4 
HJ 1253 data 127#e7,79#61pl27p0 
5H 1254 DATA 127.119,99,05,127#0 
«T 1255 DATA 127,45,99,119,127,0 ^ 


PaH< 6 - ltsu« 25 50 












tKe one you’ve waited for! 


Many owners of the 1029 printer will have been disap¬ 
pointed by the lack of available screen dump programs. 
Although the manual gives some indication of how to use the 
bit-image graphics of the printer it is not easy^ for beginners 
particularly, to make a great deal of sense from the limited 
detail given, so here, for all to use^ is a 1029 screen dump 
utility. 

The program is fairly well RE Marked and screen 
prompted for ease of use and entry and has been error trapped 
and* more or less, fully debugged. The program as it stands 
requires BASIC and a disk drive but with a few minor altera¬ 
tions could equally well run from cassette. It allows loading of 
various screen save formats including Atari Artistj Magni- 
print, Graphics 7/8/15 and will print in four different si^se^. 

One drawback at present is that the pictures are printed 
sideways but that should not cause too many problems. The 
dump is quite fast for a printer of this type and will dump a 
screen roughly 112mm x 80mm in about 58 seconds ^ I hope to 
remedy the sideways printing and^ if there is sufficient 
interest, hope to add extra features such as bit pattern setting, 
colour dumps and borders etc. I hope that you find the 
program useful as it is, but let me know (via PAGE 6) if you 
would like anv imurovements. 



60 PM^c6-TSiSue 


JO t HEN H SCRECH DUMP * 
OP S REH * Far Atari ISIS Printtr * 
LS 4 REH « bM » 
m S REH R John Horgan « 
EO 6 REN * ------ R 


JA 7 RiH » PAtE 6 NA&AZIHE - ERELAHO « 
fP a REM H i.A A a a MR ■ i W HR M M M MR M l iR P H AM H M m M W 
HO ? REN 

VV PEN U5R 1076 IWOES 4« BYTES TO BUrf 

¥ 

VF 1« REN DHS ROUBLES SIZE Of BUFff IH PA 
IRS OF PYIES 

NE 17 REM RHS LDARS BUFFS HITN 4 LSBitS 
n 10 REN RHS+39 LOOPS BUFFS WITH 4 IfSBit 


JU 24 GRAPHICS 10 i POKE B?«BlPaHE 1.2.1 r? 3 
f «lfH CRAPHlCS :? " ioitia 

!? " 

KR liO EOSUB IflaOfliREH >0*1 
ZH 110 «OSUB 2i0O«:REN 
IK 120 GOSUB B104SREN 
HS 110 fiOSUB BBOOIREN pJifjlfili 

LO 140 GOSUe 0100 S REN fJ:1 i!iMPJJJkl J4:W 
VT ISe OOSUB lOaORGHQDE iRCH 
YF lee ScRHEH=PEEK C«ait2SB«PEEKCa?1:SettN£ 
N^ S CRNEN«40<171: »E H [>fJaaJI 
FE 170 C0H = PEEff (512771 : IF COH-J THEH liO 
MR laO IE COHOO TtiEB 170 
VT 17fl GOSUB S1ZER10«£PEH igit:»*j 
LH 200 TRAP 40004 £ GOTO 110 
lit 214 ENB 

HI ISO REN I |l| I ■ I l»hil I I I 
VL 400 HEN [a:iinnimwiiTJi;i^ 

UA 410 lfSB-e:L5B-i72 

KF 420 FOR PLrHE=7CRH£N TO SCRHENF37 
RR 470 P=U5RC10S4,PLIHE,ADR(BlirF^»1 
UP 440 ? tt^je$;VHPSfMSBS fennS lLSIU JBUFFI? f 
1,1721 

n 4^0 HEKT PL1H£:PETURH 

jz seo REN !:W! HM*} 

UA SIO HSH=ltL^B-12a 

KG 520 FOR PILIHE=^CIHiFH fO ^eitN£H4 27 
PS “534 PzUSRU674^RLlltE,ADH«UFFSll 
JV 54# P=USRIADR(frK$l^APRCHUFFSl.A&P(PRH1 

Lfl S50 ? B5;C$;CHP^imB| JCHR4tlSBJ!PftHl$ 
GJ 500 NEKt PLlHEiRETURH 

UC 610 NSB::B!LSB=152 

KK 020 FOR PLiltE-SeRHEH TO SCRNEN^S? 


























































































CK 1440 RATA ^^4,1^3 ^7^ , IhH 
VN 1400 DAT^ 16O^9}«i45,Z«X,lO?-^14Hl«0 
nil 1460 DATA 0.146 p 703 ^ 200^ I4Z , 09^ ?tS 
Pi 1478 DATA £47^160,102^145,203,10«.142 
D¥ 1400 DATA If5,200^?4^j161,16,10^^12 
PE 14f0 OAlfl 157^60,3jl2»06^220,162 
KB 1600 OATA 16.160.3^167,66^3,104 
CC 1510 OATA 104.167,G0p3p104,157,60 
LP 1520 DATA 3.160,4,157.74^3^32 
KH 1530 DATA 06.220,161.6^32^0,6 
Ci 1540 DATA 202,16,250.32,0.6.141 
40 1550 DATA 111.6.162,4.32,0,6 
61 1560 DATA 202p16.2S0.162,0.32,0 
IK 1570 DATA 6,157.106,2,232,224.5 
1100 DATA 206,245p162,a,12.0,6 
RJ IStO DATA 202,16,250,165.06.133.203 
DO 1600 DATA 165,61,131,204.165,0,133 
HD 1610 DATA 207,133.200,173,63,3,201 
VH 1620 DATA 1,240,1,76.32,0,6 
LT 1630 DATA 201,0,240.10.201.127,40 
DO 1640 DATA 42,41,127 ,170>, 32.0 ,6 
KU 1650 DATA 32,31,6,201,200.247,240 
HD 1660 DATA 223,32,0,6,133.206.230 
JQ 1670 DATA 206,32.0.6.133,205,32 
KH 1660 DATA 0,6,32.31.6.170,205 
TU 16fO DATA 200.240,176.206,240,167,206 
AB 1700 DATA 243.170/32,0,6,32,31 
TH 1718 DATA 6,202,200,260,240,103 
TC 2060 OEM J:l i rflffilO 

DE 2 B 1 B €L05E BliOPEH ifl , 4,9, FILES 
00 2020 6 ET HI, G! CDAPIIIC 6 O^iFOO 1=704 ID 
7i2;GET tti,G SPOKE 1.6;IIEKT I 
5E 2B3B RAHT0Pi:PEEKIlaB3«256 
OD 2040 DL15T=0EEK!CS6«9t2S6*PEEK1561> 

IE Zt5t ADORE5S-D1I5T 

MA 2060 minEO-RAHTOF-DLlST#! 

OD 2070 1D=I6 

W 2060 lDCD=032*lQi;PnKE 30CDt2j7 
LE 2056 ADRHl^lHTtADDRE)572561 
VII 2100 ADRLO~ADOQE55-AOHII1A256 
DV 2110 POKE lOCOM.ADRLOiPOKE lOCDf^O ^ADR 
HI 

DR 2120 HIIM11=3HTCIIUI«EII/25BJ 
VG 2130 HUM-D-HtJHDER'2S64EHUII|III 
Ml 2140 POKE lOCB^a.mJHLO SPOKE IBCB^f.HUH 
HI 

5E 2150 T=U5RfADRCi^hhhSL0^-| ^101 
DH 2166 6LD5E RiSRETUHtl 
DR 1000 REM r 

AR 3010 GRAPHICS 23fOPEN HI.4.0.FILES 
DJ 3020 POKE 866.a;P0KE 057,15:GOTO 5040 
MJ 4O0O REH 

01 1010 GRAPHICS 24:BPEH Ml,4.0,rllES 

PP 4020 GOTO 5020 

ON 5006 REM H?ra‘jjm^E 

At 5616 GnAPHlC5 SliOPEN Ml,4,0,FILES 

JF 5020 POKE 856,0SPOKE 657,30 

HH 5030 HEM M 

00 5040 POKE 650.7 SPOKE 650.4 

^0 5050 POKE 04?,1 

HC 5066 POKE 652.PEEKfOOJ 

OR 5070 POKE 653,PEEKTOfJ 

AE 5000 P:;y5P lADP r-hS^LVQ^-ll 

EG 50?O CLOSE tlltHETURN 

NO 6600 GOSOO CLEAR;REM FOillf JiUJJiirFgp 

JU 0010 I “ DISK FILE FORMAT H£HU,-|? » 

PI ; ^ 

OP 0020 ? ** 0 ATARI ARTIST 

AH 6036 ? " g HAGH1-PRIIIT’'E? 


OT 630 P=lJ5Rfl6?6.PI-INE,ADR(BISrF$]l AH 6040 t 

HG 040 P-USR<AD0(DHS}43?,ADnC0UFF6^,ADRIP ^ 6650 I 



RHTS)J 

LR 650 7 tl5;C5^CH0SfHS0>:CIIR5iLSDl jPRHTS 
TG 66t P=U5RCADR{DH63 ,ADn(BllFF5l.ADRCP0HT 
S»J 

LO 670 ? MGjCSiCHRStHSBI;CHRSCLS0>JPORTS 

GO 660 HEKT PLIHC S RETUHII 

KH 700 OEM iaiiJi!iiaiffinionai:fi 

uc 710 H5D=1±L56=320 

KI 720 FOR PL1:RE=SCRMEH TO 5CRHEH43? 

HU 730 P-U5fitie?6,PLIME.ADHfBUFFS)> 

QU 740 P=U5Rf ADR CDHSl 4^3?. ADR fOUFFS). ADMIT 

CP 750 P-USR<ADR»HS) .ADHCTEMPSl ,ADMtDRHT 

sn 

LU 760 2 RSjCS/CMRSCHSDJ ;CHir$3LS01;PKNTS 
ZM 77B P-USRIADRCDIiS]. ADR (D4IFFSI. ADR (TEMP 
S3l 

CM 760 P=USRCADRCDIlSl.ADHfTEMP43^ADM<PHHT 

sn 


tic 6660 ? *■ 
HR 0070 7 " 


g GRAPHICS 7 
□ GRAPHICS B*«:? 
a GRAPHICS lS'^:f 
PLEASE CHTEtt PICTURE FDPHAtf 


SR 0000 GET HS,GI16DE]CmDE=GHDBE-48;IF GH 
ODE a OR GlfQDE> 5 THEN O06D 
PH 60SO RETURN 
QL 0100 GDSUB CLEARtREH 
DO 0110 7 ** PRESS laaiira:] for directory of 
DISK";? ;? " 0H-" 

05 B176 ? ;l « EHTER ! FILEHAHE .fHI 

cr THE FILE T6 LOAD ] 

DK 6130 INPUT TS i FILES=«^D ;";FTLES CLEH !F1L 
ESJ437=TSlGOTO 6170 

VP 0146 GRAPHICS OSGOSUII 21006 i 7 i? St ** 
FILENAMES- *‘iriLES?» Error: ":PEENtlS 6 
} 

OY 6150 ? ;l -» PRESS rrairm TO IBV AGAl 
R":? :? '* OR [SaiftPE TO RE-ENTER FlLEHA 


M 0 7?0 7 R5jCS;CHRSCHSB3;CHNSaSDl jPRHiS Gl B160 GET H3.k6T = IF KE¥=f 7 THEH 6106 


GA 600 REMT PLIHE S BEiyHIi 
PU 1600 REM 
HF 1010 HEM 
HM 1020 BfH 
AL 1030 REH 



FKQH k MaGfl7INF D20 


HL 1040 REM i 
CF 1050 IF PECK 110303 =142 AND LCHICI)DES> = 
244 THEH 1120 

ZS 1060 GRAPHICS IBsPCSlTIOH 2.4s? 1t6;"lH 


DM 0170 GOSUk CLEAR I? ^^INSERT CORRECT DIS 
K i PRESS RETURN";; GET ttI,KEV 
UN 6100 IF FILES="D;*,M'- THEN GOSUft B40t; 
GOTO 0100 

KM OJTi TRAP 6140;CLOSE Nil OPEN Hi,4, 6 .FI 
LESi CLOSE SI STRAP 40000 tRETUIIN 

m 0200 cosue clearsrem 

2A 6210 7 *’ PRINT S13E MENU .*’E 7 


FRJhT FOPMfT 



ltlAI.35rHC P3CL0ADA.'• 

ML 

0220 

? 


■1 

g RORlUL 

MTOTM 

NORMAL 

riElG 

H0 

10 70 

RESTORE 1140 


Ht" 








Llf 

1000 

FOR 1=15X0 TO IGSlSREAR J 

KH 

02X0 

? 

t7 

II 

5 NORMAL 

UIDTM 

ROUBLE 

HEIG 

DG 

lose 

POKE 712,J3 POKE I,X;RtMT 1 


MT" 








AO 

1X00 

FDR 1=1 TO 244SREAD J;PDKE 713*J 

'em 

0240 


:t 

II 

@ frOUOLE 

MIRTH 

NORMAL 

heig 

FF 

llLB 

C0DEaiIl=CHR$CJJrHEHT t 


HT" 








JH 

1130 

AAtUSH CADRCCOOEt}p0DR CFlLEfJ 3 

PT 

03 Ot 

■? 

if 

li 

□ DOUBLE 

HlD¥h 

ROUBLE 

HE 1C 

AN 

1130 

RtTUHN 


HT" 








LI 

1140 

DATA L42plOXrG#140,I54p0^103 

CD 

ozee 


i ? 

il 

PLEASE ENTER PICTURE 

SIZE 

ML 

lAse 

DATA lB#lB?p?^157p0G»3,lO¥ 


■ 01 ■ 

p J 








ktt 

1100 

OAfri 0#157,72oa#lS7^7X,X 

CL 

B2 70 

GET HX. 

SlZtsSlIE 

=S1ZE- 

4S:IF SIZE< 


AC 117, ttATA 33,A6,22«,172,154.6.17, 
CF llAB BATA 1«].A,96,141,153,A .143 
AT 1136 DATA 157,6,146.154,6,166,6 
ICR 1266 »AtA 145,283.174,151,5,362.168 
56 1316 DATA 6.336,366,6,236.166,6 
PD 1220 DATA 266,3,336.267.6,173,266 
36 1236 DATA B,261.122,26a,S, 169.1 
6 A 1246 DATA 141,266,6,361.193,266,6 
61. 1250 DATA 189,6,141.206,6,236,367 
QU 1260 frATA 0.173,267.8,261,46.266 
TH 1276 Data 6,189.6.141.207,6,231 
88 1266 DATA 366,6,188.86,133>263.16S 
6 J 1290 DATA 69,133,364,162.39,185.263 
W« 1366 DATA 24.16»,268,0.133,36l,165 
JJ 1318 DATA 204,186,6,133.264,282,16 
OL 1320 DATA 339,186.263,24.169,267,6 
AB 1336 DATA 133,261,165,264.165.6.133 
5M 1340 OATA 264.172,154.6.174.183,6 
Un 135B DATA 173.153,6,96.6.0,B 
RZ 1386 DATA 6,63.50.158 
06 1370 OATA 183.95,169,12,157,06,3 
MH 1160 DATA 12,66,220,162,9*,169,3 
HH 13*0 data 157.66,3,189,155,157.86 
8 K 1408 DATA 1,159,8,157,69,3.469 
JP 1410 DATA 13,157,74,3,149.6,157 
JP 1430 DATA 75,3,33,88,226,173.46 
25 1436 DATA 2,133,263,173,49.2,113 


4 OR 51ZE>7 then 6270 
HP 8266 60566 ClEAR 


W6 8296 ? " 

fl I 4 II 

if ;? ;? 

UZ 0X00 ? " 
? !? 


ENSURE THAT PNINTER IS CH 
AND IS LOADED HITM PAPER" 


WEN PICTURE HAS LOADED": 
PRESS i=ifgr:ii Id phint'^:? s? 

" OR [JJifiri TO RE-RUN PROGRAM" 

»H 0310 ? t? 5? *« PRESS RETURN ID LO 
flD PICTURE"; :GET tt3AKEV 
AH Size TBftP aiSBsCLDSE RSeOPEN ttS,O^0A^'P 
B5 ! CHRa ta?! JCHRt C5F> S REM ffcrrM 

[jarrati 

DR 0330 TRDP 40000 
AY 0340 REIIJRN 

SL 6300 GDSUe ZIOOOS ? :? ; T PRINTER 

IS C3SEI HEPONDIHG" 

KJ B3G0 ? ;? check all CONECTICHS L L 
FADS" 

WD 0X70 ? tf " THEN PRESS RETURN TO HE- 
TB¥"T 

11 0300 GET NJ^KEY 
U 93?0 GOTO axzf 
OE 0400 REH 


GET DIBECTQHV 


»Hl 6416 CL05C tUiDPEH H4,6,6,F1165 
101 6426 56APHIC5 61 ? 1 ? "DIRECTORY DRIVE 
ONE :*-:PD5IT10H 2,3iPD55z6 « 


Pogi: D-lsmueZS 81 



























MC 


H hikes computer store 


FREE! 


Computer Concepts 

FAST ST BASIC 

The first ROM Cartridge for the ST 

(normally £89.95) 


c 


will give 1 FAST ST BASIC 
cartridge Iree with every 1040ST System 
purchased OR 50% discount if purchased 
with a 520 STM Pack, 

Phone for competitive prices 

Cumana Disc Drives, Miracle Modems and 

Philips Monitors in stock. 

AUTHORISED ATARI DEALER 


IBM AT 
BBC B 
AMSTRAD 
SINCLAIR QL 
IBM PC 

COMMODORE 128 
SPECTRUM 


6.8 

14.8 

14.7 
15.6 

16.8 
40,1 
54.8 


FAST BASIC 1.8 

These are the average PCW benchmarks 


292 London Road, Westcliff-on-Sea 
n Southend (0702) 332554 



SCREEN DUMP continued 


rz Q43B roB 1-1 TO IS^TRBP 0400 
LS IHPUt tt4^FlLC$;? FILES 

ST 44^0 HEMI IS IF MD1 TKEW PfiS5=l:P 

OHE ftZ.ZiSPO^ITlDB ^lp3:G0Ta 0430 


TO FOIce *2,21? 


FDR 


f ILC 


113. KEY 


60 

KB 10120 OATA 6>4B4.14i.l67r*^104plTl,106 
RP leilO DATA |6Pp193,171,iB,129jl36pZ4 
e 

DO 10140 DATA 35p141.33S,52,236,i«6p6^246 
TG 10150 DATA 2 Ij1/3 *la*^6,5t,133p4#,141 


Tf 0470 GQTa 0420 

01 04*0 CLO^E IMpPBHE *2.2SPOSITIOH 12p2D 
if t? :? " PBtSS 

BETUBN TO CDHTIHllE*-; :£ET tl3,KEY 
0U *490 f ILES = ""iTnAP 406*0 !C051JB 11000 ;R 
CTUBH 

KB 10600 POKE a2,2!REH 
TU 10410 OPEN ir3.,4,0,''«;:";CLEAn*?OQO0 
EL 14020 DIM FILFS1171.I^tl2l,lrt 141)jDHSt 
44>jDI«S I0Z) ,00DESt2443 . BUFFS 13453 ,tEHP 
S13053,PBHtSC3*5)f23 pES|2el 
40 14030 eUFFS-CHBSCOI ti6UFFST3e5l = DUFFS£B 
UFFSCH-BUFFS 

UU 14046 tEHP9=4UfF$iPltHT5=BUFFS 
IE 10050 pS-CliBSe273 tCSTl)-CHBSC653 
HF 10040 ES=tl«B*IiS4) E£S<3il=e5£E$(2l-El 
ec 14070 0ETT liMMHIJMUmi 
H4 10040 RF5T0nF 1*090)FDB TO 14!BEAD 

DITIPOBE 17S9*P,BITtpgiCC 712.ftll! Bf Ml 
F 

0J 1*090 BATA 0.1.12,15p46p51,0B.43,192,l 
95,204 p 207,t46,243,253 * 255 
JE 1616* BE5T0BE lOllOiFdll F-i TO OliREA* 
BVTEiP0KE 164S4P,BVTEIP0KE 7UrftVTElH 
EKT P 

Z5 lOlli DATA 1 * 4 , 144 , 14 t,iai.4.104,14ipl 


P0 14160 DAtfl idO,6p144,4,24,74,179.4 
*C 10174 DATA 204.10 I.6p70,l79.4.234,107 
CM 1*14* DATA 0,70,193.6.96 
If J 14200 AE5T0BE 10114 ifOR P=1 TO 46! READ 
BYTE SDNS(P,P3-CUBS(BYTE):PaEE 211,BYT 
t!HEHT P 

02 10110 OATA lB4p|O4,113,2O4*lO4pl33,202 
.1*4 

DH 10326 DATA 133 , ZB4.104,133 p 265.149,0 p J 
33 

OL 10134 DATA 267,113,4,164p26?.172,203p1 
44 

QH 10240 DATA *,146,205p100,145,2*S,200,1 

31 

KM 1*250 DATA 4,230,207^165,147,201p120,2 

*0 

VO 10140 DATA 234p23*,106,104p207,l77,203 
.144 

*Y 10170 DATA 6,144.106,200,145.103,lOOpl 
31 

HL 10240 BATA 136,2*7,166,107,2*1p191,2 

00 

DA 14290 DATA 134,94 

KH 14300 RE5T0RE 10310!FDR P=1 iQ flllBEAD 
0YtE:DK$CP,P»^CHRS(BTTE3:PDKE 7il,flYT 
E;ltEMT PiRETURH 


PC 10310 DATA 104,104,133.204.144,131,203 
,104 

EJ 14326 DATA 133,106,1*4.133,305,JG**«.1 
77 

C0 10336 DATA 283,41,14 .133,207,1*2p16,20 
1 

BP 10340 DATA 218,267,286p251.169,224,6,1 

44 

TM 10350 DATA 106,200p19l.192p268.233.96p 
104 

Sf 10360 DATA i01pl33.204,|64,l33,203,l4< 
,133 

BU 10370 DATA 2*6p1B4,133,245,160,0pJ77,2 
43 

CM 10300 DATA 41p240,106,166,106, 1*6 pJ33, 
207 

D* 1*390 DATA 162p16,262.224,207,200p251p 
109 

PP 16404 DATA 224,*,145p205,204,192p192,2 

00 

CF 1041B DATA 229,96 
De 20000 REM 

BY 2*010 P051T1OH 2,5;? ESiREIURil 
T1 21*04 CRAPMIC5 4: POSITION 2, Is? ** 

ACE r*i^lMriM =3Z ■ 

ril 21410 ? 11429 GRAFIK DUMP »EV 1.1 4Y 

WJMl'" 

ED Z1024 ? " ' ■ "• 

u. i»!BEM '■5PACE aim3*3I 913 

w 

DH 21030 BETUBH D 


62 Pb*c 6 - lieuc 25 
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The Atari 1029 is a fine little printer, but its a pity that 
there's no provision for small printing which is really 
essential for producing labels of a reasonable size with a disk 
directory, Well! Fear not Atari 1029 owners, with the 1029 
Small Font subroutine you too can print tiny - well, at least 
smaller! - like the more expensive printers. 

Its done by switching on the printer's bit image 
capability, (graphics!This program - which contains the 
1029 Small Font subroutine - is a disk directory reader and 
label printer. It reads the directory and puts the infomnation 
in a string and, depending on the letter or number in the 
string that is being printed, the computer reads the correct 
data to produce the right tiny letter. 

The character font - which is what the data to produce 
the small letters is called - forms all the letters and numbers 
in only three columns each, with a blank column to produce a 
space between the letters. The way the 1029 printer normally 
reads a character is shown in Figure 1. A matrix of 5 columns 
and 7 rows is used with the data as the decimal equivalent of 
the binary number reading up the column. Just add up the 
numbers where the I occurs. Referring to Figure 1, column 1 
would be I + 2 + 4 + 8+ 16 + 32 = 63 and column 2 would be 
8 + 64 = 72. 

The tiny font has a matrix of 3 rows and 5 columns as 
shown in Figure 2, Here column 1 is 1+2+ 4 + 8 = 15 and 
column 2 is 2 + 8 + 16 = 26, 

The DATA lines in the routine relate to the ATASCII 
value of each character plus 700, For example, the ATASCII 
code for A is 65 so the D ATA starting at line 765 in the 1029 
Small Font subroutine is as follows; 

765 DATA 65.15,26,15,0 

The first DATA statement, 65, is the ASCII code for 
the letter A and is just a check number then three numbers 
15,26,15 are the data for the letter A and finally a zero 
produces a space between the letters. The program reads a 
letter in the string to be printed and then sets the pointer to 
read the data (RESTORE) to line 700 +decimal ASCII 
code. 

THE LABEL PRINTER 


The label printer is designed to print on 60 x 32mm (2 
3 fiins- X I l/4ins.) labels, produced by Fisher CUrk serial 
number SR603W* which are just right for disks, IF there are 
more than 16 entries on the disk then the words 'DOS files’ 
don’t appear so you can get the additional files on, and even 
though there may be more on the disk only a maximum of 20 



by Terry Davies 


i i ‘ : 

.. 

O 130 IHPU3 1)1 <4 B OR *^‘^ **** 

tkeu poke goio 

REC-liEO+lt'-P-L^'** -I-COTIJ 200 

p=liM=llTtC=HEC 52. 


135 
> 50 
i*0 

i&e 

170 

ISO 

150 




»■ ;f 


: IF 


ill 

ija POsnioo 6.S' 

THEM ? TO dEC STEP 2 ! ^5=*'" 

I4B ? sEOR O ,n£ii = x*M-f 

2SO IF = ^ ^ b 5CAT*M f. 

IfeO THfiP 5^0*’ then ? CHR5f30li 

220 IE 

? 5S;AT*I' 

*li*H»lNE»iT ^ pnlMT LABEL 

, 250 pO^nlOd 

U, R«. I*.”'’ 

, soo IE 

PAGE" ..CHOOSE OPHO**"' 

^ 310 POKt 1-31 

C 330 

340 IF 1 = 30 THE- 
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files will appear on the label. 

The program will work on DOS 3 also, but it’s not 
interchangeable which means if it's on DOS 2 or 2.5 it won’t 
read DOS 3 or vice-versa because the directories are in 
different places and in different format on the disk, 

Vt ell there you are, I hope this gives you an insight into 
the working of your Atari 1029 printer. You can use the 
Small Font subroutine with anything you like, just put the 
text in a string and GOSUB. 

All REM statements can be safely omitted as no 
GOTO’s or GOSUB’s point directly to them. 


Columns 12 3 4 5 ’ 


Columns 1 2 3 4 5 

64 1 1 1 7 


64 7 

1 1 6 R 


32 6 R 

14 1 150 


' 16 1 5 0. 

S 1 1 1 1 i 4 W 


8 111 4 W 

4 1 1 3 S 


4 1 1 3 S 

2 1 12. 


2 111 2 

t 1 It 


111 1 

FlQure 1 


Figure 2 


6- Isiuf 2$ 

















QH 3fr0 IF 1 = 26 flNI> P-i THEK ? CHftS C12SJ : ft 
EC = BEC*TEC JM = 33 : N = 1HT tlEC/JtJ +3J: P = 2 : FL 
AG=l:G05UB 610;GOTO ^30 
PR 370 IF 1=30 AND P=Z THEN P=1;G0TO 22^0 


EH 3S0 IF 1=266 TH^H 330 
HR 300 GOTO 320 
MO 400 REH PItINT 

UH 410 CL03E ft4;TPaP EGO: OPEN S4 « O , 0 j I 

ifRAP 40000 

6P 420 tr PE02B THEM REC = 20 E REH PRIHT-DU 
T LIMITED TO 10 LIHE5^ CHANGE THX^ IP 
VDU UlOHI * 

TV *25 7 nAl**^OS 2.5 

TCt 430 tp IHT CflEC/2> <REC/2 THEN H = 1HT CItEC 
^Z341;GOTO 440 
UU 435 H = REC/'Z 

5L 440 AT=l£FOR 0=1 TO HlFDR A=1 TD 2 
FK 445 BS = ^“*sir AT<1© THEN ®S = " " 

Ol- 450 CLEH CB$3+11=5TR6 CATS : B$ CLEM F 

13 =-| ":B^ CLEM CB$1+13 =AS CAT»M"F,ATNtO 

ftp 455 IF BS iOj 63 ='“0” THEM POP ; ? U* S GOfO 
470 


HC 456 G05UB 400 
GP 450 AT=AT+1XHEHT ft 
BZ 455 7 tt4!HEMT 0 
OC 4 3^0 GQTD a VO 

480 HEM THIS 15 THE 102? 5UB5CH1PT 5UD 
ROUTINE FOR PRINTING SMALL LETTERS 
FM 400 7 n4;Ct1R$ C273 j CHRV C573 ; ! HEM SETS P 
RINTER TO ? LINES A INCH 
EE 500 FOR C=1 TO LEHCBVl3AS=ASGCBtCC^Cl> 


OM 

MIC 


AM 

SO 

BD 

LM 


AH 


510 RESTORE 700*05 

520 f n4;CHR$C273;CHHSC653:CHR$Ce3lEHR 
$C4l;;READ b:rem sets graphics MODE AM 
D TELLS pfilNTEH TO EMPECT 4 NUMBERS 
530 POR 1 = 1 TO 4: REAP R:T fl4 J CHR$ CPI ; ; 
NENT l!7 n4^INEKT CxRETURN 
540 GOTO 00 


550 REH ERROR TRAPS 

560 CLOSE »437 CHR5C2633;CHRSC125I3POK 
E 752^ 1;POSITION 10*10:? '^mammas 
iJ31X£]"±REM TENT IN INVERSE VIDEO 
570 POSITlOlf 0*12:7 * 4■ ailTBAMI!TO 
IGOSUB 640:GOSUD 010:6010 2 


TURNED OK 


30iREM TEMT IN INVERSE VIDEO 


JF 576 IF PEEKC10S3=144 OR PEEKC10S3=141 


THEN POKE 105^138 

HZ 500 IF PEEKC1053=130 OR PEEKC1053=13B 
THEM GOSUB filOS POSTTTOM 14*1-2;? CHRS (2 
53i *“HHOOPS , * fi GOSUB 640:RUN 
FJ 500 IF PEEKC1053=5 THEN GOSUB GlOxPOSI 

OtftUN ^HEM TEHt IN IMVERSE - 
UK 600 7 ^^ERRDR H” J PEEK C1053 1 LIST CPEEKfl 
061 425BitPEEK C1A73 3 ^STOP ; REM TO CATCH 
AKVM15TAKL5 

OT GIB GRAPHICS DlPOKE 02.4:POKE 752,1:P0 
KE 7ig«0:DL = PEEK C560I+Z56NPEEK C561]*4 
AH GZO POKE DL-1*71;P0KE DL+2*6JP0KE 02*4 
VV 630 7 "DOS-PIRECTORV disk reaO#r7pr 

intor Cfor tho Atari 10201 *«sRETUR 

N 

ZT 640 TRAP 40000!FOR H=1 TO 500XHEHT H!R 
ETURH 

FM 700 HEM DATA FOR SMALL LETTERS FIRST N 


UMBER IS ATASCIl CODE FOR LETTER. THEN 
3 CODES FOR SHAPE THEN ZERO FOR SPACE 


uz 

732 

DATA 

32 j 0.0 ^ O.0 

MU 

733 

DATA 

Hj 0^ D 

AP 

734 

DATA 

34*24^0^ 24.0 

IS 

735 

DATA 

35*10*31*10*0 

ZK 

736 

DATA 

36.5.31*10,0 

xz 

737 

DATA 

37*0*14 *18*0 

OA 

730 

DATA 

30.11.21*11*0 

MZ 

73V 

DATA 

3?*8*24*0*0 

ZP 

740 

DATA 

40.14.17,0.0 

AO 

741 

DATA 

41.0.17.14*0 
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t > 

&ERT iJS 

£> 

5HDGI Ua 


HAKEfIG Ml 


OTHELLD ttS 


Lisnos^uE 


punp1oaquB 


EVERTS tJS 

B? 

snAiLForrua 

1 ji 

eat va 

I0> 

TEif 1 


HE 

74 Z 

DATA 

42* 

10 ,4,la *c 


OK 

743 

DATA 

43. 

4.14*4*0 


VE 

744 

DATA 

44* 

1,2*0,0 


DZ 

746 

DATA 

46* 

4 * 4 * 4 * 0 


ve 

746 

DATA 

40 * 

0.1.6.0 


GR 

747 

DATA 

47, 

Z.4.0.0 


OS 

740 

DATA 

48, 

14,17,14. 

0 

ME 

740 

DATA 

40* 

0.31*0,8 


UG 

750 

DATA 

50, 

27*21,20. 

0 

QJ 

751 

DATA 

51. 

27.21*31* 

0 

NO 

752 

DATA 

52. 

±2 * 20,31. 

0 

TI 

753 

DATA 

S3. 

20,21.23. 

0 

AB 

754 

DATA 

S4, 

31*21,23, 

0 

UD 

755 

DATA 

55* 

16*16*31 * 

0 

QI 

756 

DATA 

56* 

31,21*31* 

8 

TM 

757 

DATA 


2A,20.31. 

8 

KI 

750 

DATA 

56* 

0*10*0,0 


LJ 

75V 

DATA 

sv* 

1,10*6*0 


AH 

760 

DATA 

60, 

4,10.17,0 

JB 

761 

DATA 

61. 

10*10*10* 

0 

BC 

762 

DATA 

62* 

17,10*4,0 

1 

GK 

763 

DATA 

03* 

8*10,12,0 


Utl 

754 

DATA 

6*. 

15*10,12, 

0 

HH 

765 

DATA 

65. 

15,26.15. 

0 

OO 

766 

DATA 

66* 

31,21*10* 

8 

TA 

757 

DATA 

67* 

14*17*10* 

O 

HA 

768 

DATA 

68* 

31,17*14* 

8 

RR 

760 

DATA 

60. 

31*21*21, 

O 

LH 

770 

DATA 

70. 

31,20.20, 

e 

SR 

771 

DATA 

71* 

31*17*23* 

6 

OF 

772 

DATA 

72* 

31,4*31*0 


VQ 

773 

DATA 

73* 

17*31*17* 

6 

VK 

774 

DATA 

74* 

17,31,16, 

O 

VL 

776 

DATA 

75, 

31.12*10* 

0 

HU 

776 

DATA 

76* 

3i*l*l*i 


GJ 

777 

DATA 

77^ 

31*0*31*0 


UZ 

77B 

DATA 

70, 

31*16,31j 

0 

HE 

77V 

DATA 

7V, 

31*17*31* 

6 

SM 

780 

DATA 

00^ 

31*20,28* 

0 

SI 

781 

DATA 

81* 

30*10,30* 

0 

su 

702 

DATA 

82. 

31.20.27. 

0 

US 

763 

DATA 

83* 

20*21*23* 

0 

VI 

7S4 

DATA 

84* 

16*31*16* 

0 

BL 

706 

DATA 

85, 

31*1.31,0 


AS 

706 

DATA 

86* 

30*1*30*8 


SY 

767 

DATA 

67^ 

30*15,30* 

0 

LI 

7 SB 

DATA 

00', 

27,4,27.0 


VA 

76V 

DATA 

00, 

24*15*24* 

0 

UP 

700 

DATA 

00, 

10*21,25* 

o 

HG 

7V4 

DATA 

V4* 

6,15*0,0 


IH 

707 

DATA 

07, 

2 * 5 * 7 * 8 


HO 

7V6 

DATA 

00, 

16*5*7*8 


IR 

700 

DATA 

00 i 

2,5.5,8 


BB 

800 

DATA 

100 

,7,5,15,0 


VL 

601 

DATA 

IBl 

,6*11,5*8 


JV 

BOZ 

DATA 

102 

,0*15*10* 

8 

CtD 

003 

DATA 

103 

,15*0,11* 

0 

DA 

504 

DATA 

104 

,15*4,7*0 


TH 

806 

DATA 

105 

,0.11,0*0 


UP 

S66 

DATA 

106 

*0*1*16*0 


PT 

807 

DATA 

107 

^7.2.5,0 


HH 

000 

DATA 

100 

,0*7*1,8 


OU 

800 

DATA 

100 

.2.4.7.0 


iR 

010 

DATA 

lie 

,3*2*3,O 


RG 

811 

DATA 

111 

,6.0.5.0 


MR 

812 

DATA 

112 

*15*10,4* 

8 

ES 

013 

DATA 

113 

,14 * 10,15 


JN 

814 

DATA 

114 

.0.3.2,0 


HA 

815 

DATA 

115 

,6,5*10,8 


DJ 

816 

DATA 

116 

,4.15*5*0 


RA 

817 

DATA 

117 

*7*1*7,8 


LL 

810 

DATA 

110 

*2,1*2,0 


HA 

010 

DATA 

110 

. 2.1,2 . O 


LO 

820 

DATA 

120 

,5*2*5,O 


LP 

azi 

DATA 

121 

,4.3.4.0 


PM 

822 

DATA 

122 

,S*7*5*0 



□ 


DOS 2.S5 035 FREE SECTORS 


t :< 

K 

f^anK 

SFr a? 


CBSGET 

SFI 

3f 

K 

CDh 

SFl 

K 

PEHO 

5FI 

5> 

1A 

VlSf, 

SFZ G) 


EDIT 

SFI 


X 


SFT Si) 


GAHE 

SFI 

"t;i 

K 

CAHEREU 

5FI i 0 ? 

K 

CF|«FHI(:SSFI 

11 ') 

K 

StiWVM 

5FII2J 

K 

HARPVARESFI 

laji 

» 

t^anERGr 

SF1I^> 

K 

hueio 

BFl 

I5> 

K 

BPSV5 

5F1IG> 


PBifITEfi 

SFI 

\li 

y. 

PiiJjiiLftricBFiiB:' 

X 

SPECIAL 

SFI 

1*5 :t 


aSERCI^P 

SFZaOii 

K 

UTILITY 

SFI 


*4 Pane 6-'Issue 2S 





















GOTO DIRECTORY 


A.S.WOOTl’ON & SONS, 

116, Kdlcston Ko^d, 

Crewe, 

CW2 7H1) 

Tel. 0270 21411K 

Noc/ung hut ATARI Auth- 
orised Sendee Centre with 
fast luma round of ait repairs. 
All Atari stock plus printers, 
joystick imeris and exien 
Sion leads at good prices. Try 
Us for repairs or purchases. 

COMPUTER CENTRE, 

174, Hi|;h Street, 
Hornchurch, 

Essex 

l ei. 04024 75613 or 44255 

If'e have a large range of 
software, hardware, piimcrst 
interfaces, magazines and 
books. Full support given to 
interfacing, word processing 
etc. Computer repairs. VTe 
specialise in all home com¬ 
puters. Mail Order or per¬ 
sonal callers welcome. 

BITS AND PIECES, 

10, North Street, 

St rood, 

Rochester, 

Kent 

TeL 0634 716422 

A NEW Atari only shop in 
the Medway area. XL XE 
ST always in stock. We are 
^^PPy to demonstrate the 
latest software and offer the 
most friendly service, Kcm- 
emher we are A'TARI only. 
We stock the best. 




Tlie GO ro DIRECT OR Y is a guide to retailers who 
provide product support for ATARI computers. Many 
of these retailers will supply Mail Order so if you have 
problems finding a supplier, turn to the GOTO 


DIRHCrORY. 

LADBROKE 
COMPUTING, 

33, Ormskirk Road, 
Preston, 

Eancs. PRl 2QP 

Tel. 0772 21474 or 0772 

27236 

We offer full service and 
support for any Atari and 
have all peripherals and 
available software in stock. 
Come to the shop for per¬ 
sonal service or try us for 
Mail Order. Either way 
you 'll be pleased you did. 

LNTOTO, 

1, Heathcoat Street, 
Hockley, 

Nottingham, 

NGl 3AF 
Tel. 0602 410987 

A comprehensive range of 
hardware, software, periph¬ 
erals, joysticks, hooks and 
magazines etc. Please call or 
ring for helpful, friendly 
support. 

PEATS ELECTRONICS, 

25, Parnell Street, 

Dublin 1, 

Ireland 

Tel. (00)01 749972/3 4 

We stock a full range of 
Hardware, Software, inter¬ 
faces, Printers and accessor¬ 
ies, The fullest support for 
Atari in Ireland. Mad order 
throughout the U.K. 


FEE*S 

194, High street, 
Scunthorpe, 

S.Humberside 
Tel 0724 857652 

Your Atari speciatist in 
Humberside for hardware, 
software and publications. 
Open 9. SO a.m. - 5, SO p.m 
SIX days a week. For per¬ 
sonal attention ask for Nick 
or Frances. 


microbyte, 

71, Seaview Road, 

Discard, 

Wallasey, 

Merseyside, E45 4QVi' 

Eel, 051 630 6933 

Tired of high prices , poor 
service and hidden charges 
from other Mail Order 
reiatlers.' Tiy us for the latest 
titles and U.Smags. Visitor 
call anytime up to 6 p.m. 

JENNINGS STORES, 

248, Hertford Road, 
fN’r, Green Street), 

Enfield, 

Middx 

T'cl, 01 804 1767 

Veri' large range of English 
and American software 
available as well as'the very' 
latest in hardware. 

SOFTWARE EXPRESS, 

514-516, Alum Rock Road, 
Alum Rock, 

Birmingham 8 
Tcl 021 328 3585 

W'e area company dedicated 
to supplying ALL your.Siari 
needs which also includes a 
PERSONAL IMPORT 
SbRVICF and an out of 
warranty repair service. 
Phone 021 32S S5S5 


MICRO-TRONICS 

27a, Market Street, 
Tamworth, 

Staffs, 

B79 7ER 
Tel. 0827 51480 

Hardware, Software, peri¬ 
pherals, books, magazines, 
accessories etc. etc. We spec¬ 
ialise in ATARI, Amstrad, 
Commodore, Tatung com¬ 
puters. Pay us a visit OR use 
our Mail Order service. 
ACCESS Er VISA accepted. 


TRIONIC, 

144, Station Road, 
Harrow, 

Middx. HAl 2RH 
T el. 01 861 (X>36 

Software, peripherah, books 
and magazines, A compre¬ 
hensive range for Atari, 

■ Amstrad, Comm- odorc and 
Spect rum. Try our late n igh t 
shopping. Open 10a.m. toH 
p.m, Monday to Saturday. 
Give us a call or pay us a 
visit. 

RADFORD HI-FI LTD,, 

52, Gloucester Road, 
Bristol, 

Avon 

TeJ. 0272 428247 

IT'i? stock and support a 
comprehensive range of pro¬ 
ducts for Atari, Huge range 
ofsoft wa re from educat iona I 
to small business flusgames 
of course,. Word processing 
packages. Printers. Alt for 
the best computers. ST's 
available from stock. 

YORK COMPUTER 
CENTRE, 

7, Sionegate .Arcade, 

York, 

Tel, 0904 641862 

Top American and English 
software - over WOO titles! 
Hardware, books, maga¬ 
zines, accessories. If you 
need anyt h ingforyou r Atari, 
try Yorkshire's widest and 
most comprehensive range of 
prod acts for you r niach ine. 

MIDLANDS ATARI 

CENTER 

212, Broad Street, 

Birmingham, 

B15 lAY 

Tel: 021 643 9100 

Specialist Atari dealers with 
the biggest display of Atari 
software and hardware out¬ 
side London. Whatever your 
needs - ST, 8-bit or PCS - a 
visit to our large shoteroom 
will not be wasted. We would 
love to see you! 
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SUPBfSD 

PLOTTBIlk 

Beyond Belief 

If you have any interest in graphics animation, 
perspective drafting, model making, or just piain 
computer fun, this program is definitely for you! 

SUPER 3D PLOTTER If 

Offers control, detail, speed, with graphic accuracy and 
quality not seen on the 8-bit Atari Home Computer before. 

SUPER 3D PLOTTER II 

is capable of animating full screen, hi res, colour iine 
dratrtfings of considerable detail! 

St/PE/? 3D PL07TEP II 

Represents a breakthrough in ‘real time' computer 
modelling, but the features of this program do not end 
with the display capabilities! It makes creating 3D images 
so easy, you1l think that your 8-bit Atari just turned into a 
1040ST!1 Touch a key and watch your creation rotate 
smoothly on any plane! Zoom into the centre of the image 
and walk through it from the inside! Create a model city, 
or re-design your room. These are just some of the 
amazing features of 

SUPER 3D PL07TEH // 

• High speed, full screen Image projection In any of 3 
allowable graphic modes, including true Hl-RES 

• Full, independent control over ROTATION and 
ROTATIONAL OFFSETS on all 3 planes. 

• PERSPECTIVE, MAGNIFICATION and VIEWER 
DISTANCE fully adjustable and highly accurate. 

• True HIDDEN SURFACE ELIMINATION, with 
optional automatic COLOUR FILLING of the 
surfaces, 

• Dot matrix printer dump with an incredible multi¬ 
screen resolution of 640 x 324 dots!! 

• 60 page manual, with step by step guides and 
tutorials covering all program functions. 

• Enter up to 255 points and/or lines per image, and a 
±32760 ‘word Size’, On an average TV, this 
translates into a 451 loot {cubed) world, to an 
accuracy of t/l6 inch. 

• Works on ALL Epson dot matrix printers, Cannon 
PW 1080A and Star SG 10 aox. Printer driver for 
Atari 1029 included. 


A. ^ 



Only 


FOR ALL ATARI COMPUTERS 

WITH 48K AND DISK DRIVE 


If you have already purchased a copy of SUPER 3D 
PLOTTER II, please contact us with your details so we 
may inform you of future developments. 

SUPER 3D PLOTTER II has received wide acclaim and 

excellent reviews Here are just a few: 

it 'SUPER 3D PLOTTER If is useful to people like me 
who find fascination in seeing wire-framed images 
rotate, or who want print-outs of line drawings from 
different perspectives.” Len Dorfman, Antic, August 86 

* "If you are looking for a comprehensive graphics 
package, you won’t go far wrong here." Andy Moss, 
Popular Computing Weekly. 10-16 April 86 

* ' Truly software with imagination,' Matthew Tydeman. 
Monitor, September 86, 

* 'it really is quite easy -1 managed to produce a 
correct 3D image at the first attempt' John S Davison, 
PAGE 0 January/February 1987 


Order Coupon 

Please send me ..copies of SUPER 3D PLOTTER II I enclose a cheque. P.O. made payable to 

Demon Software Ltd, to the value of E. 

Name..Address .. 

..........Postcode 


Send to; Demon Software Ltd., 9 1 Fleetwood Avenue. Wesldiff-on-Sea, Essex, SSO 9RE p«01 a7 

Dealer Encjuine'S Welcome. Tel: Southern)-on-Sea (0702) 333007 Access & Visa Welcome. 
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SUPER 3D 
PLOTTER II 

Reviewed by John S* Davison 

I’ve always found compurer manipulaHon and 
display of three dimensinnal images fascinating to watch. 
This package from Demon Software brings the 

capability to any 8-bit Atari with 4'8K or more, a disk drive, 
and a joystick. Optionally, you can use a printer to produce 
hard copy of your 3D images. 

BETTER PACKAGING NEEDED? 

My first impression of the package wasn’t favourable. 
The cheap plastic packaging and dot matrix printed 56 page 
instruction manual on gaudy green and yellow paper did 
little to convince me I was handling quality software. The 
bright green(!) double sided disk and poor quality keyboard 
reference card didn’t help either. Demon Softw'are have 
indicated however that they are improving the packaging and 
providing a fully typeset manual which i feel is essential for 
any software at this price. 

DISPLAYING IMAGES 

Hooting up the disk produced a message saying that the 
program was on side 2! Side 1 contains data files - 
hmm....differeni, anyway! The program’s driven by a 
combination of menu selection, keyboard function keys, and 
jt^ystic'k input, depending on what you’re doing. "^Phis 
sounds messy, but in practice worked surprisingly w'eil, In 
fact, I found the user interface to be unexpectedly friendly, 
The manual is w ritten mainly in the form of a tutorial, 
and starts you off displaying and manipulating 3D images 
supplied with the package. Some of these are fairly simple, 
such as a cube, while others, like the aircraft and TIE 
fighter, are considerably more complex, 

t-hoosing ‘Load’ from the main menu produced a listing 
of the image files held on the disk. Selection of one of them 
resulted in a screen display showing a 3D wire frame image 
of a futuristic looking aircraft, positioned as if ftving out of 
the screen towards you. 

Console keys let you switch betw'een high, medium and 
low resolution displays, produce black on w'hiie, or w'hite on 
black display in high and medium resolution, and cycle 
background colours in low' resolution mode. xMy preference 
was to use a black image on w'hiie background in high 
resolution mode. 

Using the keyboard, you can then rotate the image about 
its X, Y or Z axis. The aircraft image can thus be viewed 
from any angle. Rotathm is ‘animated’, in that once begun it 
Continues, moving the image around the chosen axis a few 
degrees at a time while you watch, fipeed ol rotation mav be 
continually varied by keyboard control. Maximum speed is 
governed by complexity of the image and resolution of the 
display. At maximum speed in hi-res mode, the aircraft 
rotated completely about the chosen axis in about 25 



seconds, at abtmt 2 screen displays per second. Incidentally, 
there’s no flicker as the image is redrawn. 

You can instantly freeze the image in any position, or 
slow' down, or reverse the rotation as required. Also, you can 
rotate the image about any one, two or all three axes 
simultaneously, making the image "tumble’ on the screen as 
if in zero gravity. 

A clever feature of the program is that as it rotates the 
image, the correct perspective is maintained. So if we rotate 
the aircraft from its original position through 180 degrees so 
it appears to be flying away from us, the tail fins now appear 
much larger than the nose. This gives the eye important 
visual clues as to the orientation of the image, A wire frame 
graphic can be very difficult to recognise without this. 

Two more pairs of keys control viewing distance and 
magnification. Both control the size of the image on the 
screen, the former giving a gradual ’zoom’ in or out effect, 
while the latter enlarges or reduces the image by a factor of 
tw'o at each key depression, and alters the perspective effect. 
By using both together you can produce a perspective to suit 
your prt;fcrence. 

SOLID IMAGES 

The program has the ability to ‘remove hidden 
surfaces’ from the displayed image, giving it a more ‘solid’ 
appearance. In effect, it removes the lines at the back of the 
image you can’t normally see. In a wire frame type image 
these arc on view all the time, of course. The only snag is, 
there’s a lot more processing involved, so the speed of 
rotation is reduced by about half. 

After removing hidden surfaces you can have the 
resultant image colour filled. This, surprisingly, seems to 
make little difference to the speed of rotation, but gives the 
image an even more realistic appearance. In medium and 
hi-res modes, three shades of fill are available, namely black, 
w'hite and an anifacted pattern. In low-res mode, the image 
is filled with green, dark blue and purple, while the 
background can be set at any colour you like. As with the 
packaging, this wouldn’t have been my choice of colours, but 
does clearly delineate the different surfaces of the image, 
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IMAGE TRAILS 


Normally, ihe program erases an image before drawing 
the next one in a rotation sequence, but you can turn off the 
erase function. This results in a trail of image^i on the screen, 
leading to some fascinating ^computer art^ effects. The effect 
can be further enhanced by switching into *ExcJusive-OR’ 
mode, which changes the colour of line intersections, and 
also by offsetting the axes of rotation from their norinal 
■^^ero^ position. 

Saving a complete screen in Micropaintcr format is 
possible at any timCr You could then load it into an art 
program, screen dump program, or other picture file utility 
for additional processings A further feature lets you load a 
Micropainter format screen into this program as a 
background to your image. 

These features give clues as to the possible practical uses 
for the package. How about drawing a simple 3D image, 
manipulating it to get the best viewing angle and perspective, 
and then loading it into an art program like Micropainter for 
adding detail and background work? Or turning off the erase 
function and doing the same thing wiih a irail of images? 

This could be a great help to struggling computer artists, and 
could also be a big time saver. 


THE ULTIMATE POOI£ PREDICTION PROGRAM 

• MASSrVE DJtTAIJiSE if > Hpl^C4ied 

predKtiQii «Ki. lE cHTitt viuh ill# 

^000 mucties ]4? yvwr- Tlw duab^^ iMlQr 

• PREDtCTS HotjoslSCCiREITRAWS.lxifAWAYS. HOMES ■ tjS 

4 SV^OCESSnjL SELBC Lhai Poo^Hwinner porfonn? 

ilgiuElcuuiv henat tbaii ctuncs. 

# AUJIFTABLE l^obabditisB ^iv#Ti ofi iziEY rudut« 
choose AB iTvajiy Balectiwi* ae ypu nned ita ycnu b«. The 

Pf#ci» pp^dKi»n JbiwiLik cfin be s#l by the uaer - ymj. mth d^uiidd 

dflwBlbp iiid leffl your own imiqufl rnfl1hw3 Ui«rij<ii3ft tiaakftr 

* SIMPLE DATA EHTHT ADieiiTiMJiiflsaja inth^PffEjgniiin. Slmifdy type isidier^ 
nuiTib* ET from ih# acieen. Or ub# roCCENlH prodi^* lUfime hsi autHmaiicaBy llsee bekw), 

• DXSCMrCAODPlJVT COMPATULE Tapes Enjiplied w?th c«itenke» uiBtru<!tbca\B. 

# PSUHTea SUPPORT rv]i hapAQQtiyprinXiMM<il^a 'dycfBt\BV^ifirwi9r. 

^ aAi^ price £15.00 (all inc]n»lv«> 


!■ j*i * iipfc LAST: Ho BiMfi stniflflliiig ler hsum lo ijel Ihe 

F Tl nPM Rk/ 7 thw qn^mpLiter. FIXCEn^ }UA been 

1 iAwl-li 1 UUf 1 piio^-sjwifvted mth ail English and ScottuiJv Qjeujss 
for 13B&T. Simply type in Ih# -diEv. tj^ EiiU Ebauie lla Id generated in 

seenndd. rntly cori^iebbl# wUh Poolfffr^^ YeuLyiipdiftw iTiilRble- 
POOL^WIHNER witb FOCGEN £16.50 (foi 


COURSEWlNNERvs 


HOT ]wr A TtPSTEH 
FROtiJULM, Conisewinnei 
V3- be uhhI bir e«|iens 
and eocasonal punters alike 

Ypu can develop aiudieai yourdwniiiuque winjung sysl^m by adUusiLTfeg Ihn 
sjuJ^sis foimu^ Of ose the program lU lUtiiqi^le mnde. Ccomewinner VSuees 
analysis ot lanora includbig pasi form, speed ralLn^s. cckuss 
B ialiitice., priie monev. weight gwng. Craintr and jncltejr fmrm eic. etc. It 
ixiEputs likely winners, gciod long eddd beta, Eoreca^s, IricaBlb- etc. The 

daiabsse inctudeg vital cpuiise silatisEics for all Snlisli «iurMs. You cmi update 
the dalabase - iwv*r gc^i erf date. 

PRICE £15.00 {aD lliClUllvell InctwiH rut AKD NBCLaulHnnl TTiHiniiv 


CREATING IMAGES 


JUi FROGWIMS AVAlLAflU: roH: AMSTkADCJCa. AMSTkAD KTKtMD E3 DC(1. JUJ BflCi AiJ,Si'£CTR13MS. 
COMMODOHE 9*- IM. ATARI CMI - k SbfQLAIB QL 
SvpLjkI on tipw cg m i BJ-HJ ii It? - aKVVfri PCW J diK^ ind. OL iTucrwliF»e^ 


The tutorial Continues by showing you how to create 
your own images, beginning with advice on how^ to prepare 
an image for input. For best results you really have to 
pniducc-a paptT and pencil drawing first, and work out the 
Xj Y, and Z co-ordinates of the important points, and 
connecting lines between them. This can be hard work for a 
complex image! 

Having defined your points and lines you can enter them 
in one of two ways. The Tun’ way is to use the Interactive 
Graphic Editor, which lets you draw the image on the screen 
using joystick (and occasional keyboard) input. 

The tutorial steps you through the drawing of a cube 
with a hole cut through its centre. At first sight, even this 
simple example looks daunting, but in practice, using the 
Interactive Graphic Editor, it really is quite easy - 1 
managed to produce a correct 3D image at the first attempt. 

The interactive editor uses a 'rubber banding’ technique 
for line drawing, like that used in most art programs. this 
feature plus the fact that the program tells you when you’ve 
connected wiih an existing point which makes accurate 
drawing possible. For real accuracy, though, there's another 
way of creating images, and that's by using the Data Editor. 
This isn’t nearly so much fun as the interactive editor, as you 
key in all co-ordinates and point connections into tables. It’s 
difficult to visualise the image as you're doing this, making it 
essential to do the paper and pencil drawing first. Either 
editor can be used for changing existing images, to correct 
mistakes, for example. 

Following basic image construction techniques, the 
tutorial goes on to tackle more advanced features of the 
program, such as creating surfaces rather than lines, so you 
can use the hidden surface removal facility, merging of 
multiple images, and use of screen overlay facility The 
manual also includes details on the technical aspects of the 
program, such as the mathematics used in calculating the 3D 
image rotation poinis^ and how it was programmedr 
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intended for use with Epson compatible printers. The first of 
these is designed to work only with hi-res wure frame images, 
and produces an A4 size printout. The other works in 
medium or hi-res, with hidden surface removal and or colour 
fill if required, and produces a printout filling one quarter of 
an A4 page. Both produce hard copy of gwd quality. 

A BASIC program included in the package enables you 
to modify the print function to suit your printer. I didn’t use 
this, as my Star SGIO is Epson compatible, and worked 
happily without changes being necessary. However, the 
BASIC program looked quite straightforward to use, 
assuming you know the control codes your printer needs to 
sw^itch it into graphic's mode. 


CONCLUSIONS 


After being put off initially by the packaging, I grew* to 
like this pnigram. I was impressed by its ease of use, thanks; 
to its good user iiuerface and clearly wTitten manual (despite 
the awful colours, spelling mistakes, and dot matrix text). 1 
was also impressed by its reliability and performance. No 
doubt the 16-bit ST could make it look silly, but considering 
the limitations of the 8-bit architecture, I think the author 
has done an excellent job- 

For £29.99 I certainly expect better packaging and 
presentation, especially as far as the instruction manual is 
concerned. Indeedj the program deserves far belter, rhis 
aside. Super 3D Plotter II should give you hours of pleasure 
and enjoyment if youVe interested in exploring the world of 
three dimensional graphics. With the promised repackaging 
and improved manual my only major criticism will be 
removed and I can certainly give the program my full 
recommendation. • 


PRINTING THE IMAGES 


Two image printing facilities are provided, both 
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RAID OVER 
MOSCOW 

Access Software. U.S* Gold 
4Sk Disk £14.99 
48k Cassette £9.99 
1 Player 
Joystick 


This one arrived for review in 
perfect time to coincide with the Nuclear 
Arms summit in Iceland- Perhaps there’s 
a mural in that somewhere? Anyway, the 
title of this game (rather than the content 
of the game itself caused quite a stir 
when released on the Crummydore, so 
much so that it was subsequently shor¬ 
tened to plain old ‘Raid’. Presumably, 
this was done so as not to upset the Rus¬ 
sians, though it’s doubtful whether 
they’ve even heard of the game! Now the 
fuss has died down, it’s back to the 
original title for this Atari release. 

RAID OVER MOSCOW is a 
strategic shoot-em-up covering several 
different scenarios. You play the part of a 
Squadron leader who heads a suicidal 
counter-strike on the Russian capital 
after those nasty Pinko Lefty Reds have 
dared to launch a nuclear attack on Good 
or America, 

The opening sequence is a world 
overview from S.A,C. Headquarters with 
the computer identifying the Soviet mis¬ 
siles and their launch site. Initially, your 
aim is to attack and knock out the launch 
site and here the action switches over to 
the U.S. Space Station where you 
attempt to launch one of your Stealth 
Fighter Aircraft to initiate the attack. 
Whatever happened to Ronnie ‘Say Ed’ 
Reagan’s ‘Star Wars* Defence System? - 
sorry, I forgot to tell you, the United 
Slates have supposedly dismantled all 
their nuclear weapons (a likely story!) 

There’s no gravity in space (how’s 
that for a piece of off-the-cuff 
astronomy?), so actually getting one of 
your aircraft out of the space station is 
quite tricky. Fear not - after about 50,000 
tries you’ll eventually get the hang of it 
and you’ll wonder what all the fuss was 
about! 


A WHOLE HOST 

OP SOFTWARE 
REVIEWED 
FOR YOU 


BY JIM SHORT 



Once outside, you plot a course to 
the launch site and then the screen 
changes to a 3-D Zaxxon-like display as 
you guide your plane towards the missile 
silos, avoiding enemy missiles and shoot¬ 
ing down the odd helicopter or six. This 
part’s pretty easy after the hassles of the 
space station. 

When you reach the launch site you 
are confronted with a head-on view of the 
missile silos. The large centre silo is the 
impjirtant one. Knock it out - but you’ll 
have to dodge some heavy flak and 
destroy defending aircraft to do so. 
Another easy screen. Complete this and 
the whole process has to be repeated 
three more times before you can advance 
to the city of .Moscow', 

In the city you quickly ditch your 
plane and assume the role of a combat 
soldier armed only with a solitary 
grenade launcher. Here you must blast 
your w'ay into the main reactor room, 
which is situated in the heart of the 
Kremlin (w'hat a crazy place to put a 
nuclear reactor!). Eagle-eyed Russian 
snipers make this a particularly difficult 
phase of the game. 

Predictably, the hardest phase of all 
has been saved until last. Your ultimate 
task is to sabotage the reactor by knock¬ 
ing out the guardian robots with your 
disk grenades. Useless inventions these 
disk grenades as they seem to go every¬ 


where except where you want them to! 
To cap it'all the robots arc invulnerable 
to a frontal attack and have to be caught 
on the ‘rebound’. There are two robots, 
each requiring 4 hits apiece, which is 
probably why I’ve never managed to 
complete this phase and blow the reactor 
to smithereens, or whatever it is the 
Yanks call millions of tiny pieces? 

I must confess to liking this game 
quite a lot. The different scenarios gives 
it added interest and prevents it from 
being just another boring shooi-cm-up, 
As for the controversial element - it 
didn’t register with me. At no time did I 
feel as jf it were a Global confrontation 
and it may as well have been called ‘Raid 
Over Macclesfield’ for all the difference it 
made. 

I feel sorry for all those silly people 
, who ranted on in a certain popular com¬ 
puting magazine in an effort to make a 
political issue out of this game (Okay, so 
they were Comm 64 owners, but is that a 
good enough excuse?). In the immortal 
words of Joe Soap - ‘It’s only a game’. 
Any W'ay, nobody complained abtiut 
upsetting the Jaggies when ‘Rescue On 
Fractalus’ was released, now did they? 


PREPPIE 

Americana 
48k Cassette £2.99 
1/2 players 
1/2 joysticks 


At one time Atari owners would 
have piiid almost £30 for a copy of 
PREPPIE and still considered it a 
bargain. Now, thb old favourite has been 
re-released on the budget Americana 
label at only £2.99. 

Rased on the arcade game "Frogger' 
it puts you in control of Wadsworth 
Over cash ^ an unfortunate Prepster 
(American for ^schoolboywho has been 
set to work retrieving wayward golf balls 
on the infamoua 'Nasty Nine* - the 
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world's most treacherous golf course. 
Hazards abound in the form of deadly 
lawnitiowers, golf-cans, bulldozersj logs^ 
canoess crocodilesj snakes and even a 
gigantic killer frog! 

Back in the good old day s> PREPPIE 
was an innovation as it introduced Atari 
owners to the ioys of multiple colours on¬ 
screen at the same time. These days many 
programs feature ^Rainbow’ colour bars 
using DLTs, but Russ Wetmore* author 
of PREPPIE, used the colours in such a 
way as lo make it seem as if the Atari had 
a 26-colour graphics mode, A unique 
achievement andj to thi$ very day, no 8- 
bii game can boast the colour range that 
PREPPIE has - even the title screen 
features text in 14 different colours 1! 

PREPPIE also broke the sound 
harrier, being ihc first game (as far as I 
can remember} to feature music in 2-part 
harmonies using proper attack^ sustain 
and decay envelopes. Yes^ those were the 
days folks, wdth everybody going around 
whistling the PREPPIE tunc like it was 
Number One in the Top Forty. Four 
years on, the PREPPIE music can still 
hold it"s own against the very best of 
computer sound cracks. 

The game has a lot of humorous 
touches, such as the way Preppie gets 
squashed to ten times his normal size 
w^henevef he collides with a moving 
object. The original game also had some 
pretty zany instructiom, which included 
a riotous tale of Wadsworth's life story. 
Alas, these have been forsaken for some¬ 
thing a liiile more in line wdth the new 
budget package. 

Apart from that, it"s exactly the same 
PREPPIE of old and, even though it is 
showing it's age somew»hat, no software 
collection is complete without it- I read 
somew^here that PREPPIE is the biggest 
selling Atari game ever. If it had been 
priced at £2.99 in it’s heyday it would 
have been the biggest selling computer 
game of all lime, no sweat! Huy it now 
and show^ all those Crappydore owmers 
what full colour graphics are all about!] 


ORB OF 
ZARRAMIER 

Futureware 
48k Disk £9.95 
4Sk Cassette £7+95 
I Player 
Joystick 



The scenario for this game reads 
like a passage from 'Lord Of The Rings 
Don't be deceived by the rather over- 


imaginative script packaged with the 
game instructions, as ORB OF ZARRA¬ 
MIER is a simple adventure game in 
arcade form with simple graphics to 
match. 

You guide a small character through 
countless rooms, Shamus style, searching 
for the mystical orb which has been 
stolen by the Dark Lord. Gold, weapons, 
and other items can be collected along the 
way, but watch out for the Wraiths which 
guard some (jf the rooms. Pulsating 
barriers are a regular occurrence and 
these have to be negotiated properly in 
order lo advance through the rooms. 

Theoretically, it should be possible 
to go about your search in a logical man¬ 
ner. Drawing a map is advisable, as I 
tried to do things purely from memory 
and ended up running around in circles! 
Completing the ORB will probably be a 
long drawn out pnicess but, like most 
adventures, you can save current game- 
play to disk or tape and reload it again at a 
later date. 

This is a difficult game to sum up. 
True adventurers will heap scorn on it's 
arcade-st>4e play, whilst arcade lovers 
will probably find it too boring to even 
bother trying to complete it. A nice idea, 
but the graphics could have been much 
better considering the Atari^s potential. 
To use a welLwom reviewer's cliche - 
'Try before you buy". 


SIDEWINDER 

Futureware 
48k Disk £14.95 
48k cassette £9+95 
h Player 
Joystick 



This review is dedicated lo all those 
egotistical mega-players out there who 
find most computer games far too easy to 
challenge their skills^ and have been 
looking for a decent game to get their 
teeth into, or rheir trigger fingers at any 
rate. Okay, you lot - SIDEWINDER is 
the oriel 

It’s been described in other less 
illustrious mags as a sort of horizontal 
'Caverns Of Mars" but, in actual fact, it's 
more akin to a helicopier version of 
'Airsirike'. 

In ihe game you are the only survi¬ 
vor of a team of crack agents sent under¬ 
ground to capture SIDEWINDER - the 
very latest in helicopter technology* In 
order to escape, you must fly SIDE¬ 
WINDER to freedom through a maze of 
caverns guarded by an array of fiendish 
defence and security sysiems. 

SIDEWINDER has a fuel con¬ 
sumption along the lines of the Space 


Shuttle, so you must continually shoot or 
bomb all the fuel pods you encounter to 
keep the chopper airborne. This is 
particularly significant as there are no 
""li ves* involved in the game as such - each 
time you lose a chopper it is immediately 
replaced w^ith another - but the game is 
over when you run out of fuel 

SIDEWINDER is similar to Calls- 
to's ' Warlok in the sense that you have to 
reach a landing pad at the far end of the 
cavcni system and then return to the 
landing pad at the beginning to advance 
onto the next level of play. When you 
'lose* a chopper you are penalised by hav¬ 
ing to restart all the way back at the 
previous landing pad. Frustrating is one 
word w hich springs readily to mind here, 
but there must be a better way to describe 
SIDEWINDER. Any olTers?? 

An added bonus is the SIDE¬ 
WINDER EDITOR which allows you to 
design your own Sidewinder screens and 
save them to disk to create your own cus¬ 
tomised version of the game. Futureware 
were offering a prize for the 3 best 
designed screens but, as SIDEWINDER 
has been available for some months now, 
ihe closing date for the competition has 
long since expired. 

Despite the fact that you no longer 
have the option to win an Atari plus disk 
drive, SIDEWINDER is still an excel¬ 
lent package. If you like your games 
H-A-R-D then this is the one for you. 



QUEST FOR 

MALTESE 

CHICKEN 

Futureware 
48k Disk £9.9 ^ 

48k Casietie £7,9S 
1 Player 
Joystick 


A partniy of the Bogan private eye 
movie ‘The Maltese Falcon*, QUEST 
FOR THE MALTESE CHICKEN is a 
nifty little platform game with dear, col¬ 
ourful graphics, a catchy title tune, and 
just about the correct level of playability 
- at least for yours truly to cope with! 

Detective Bogey has taken on a new 
case - to retrieve the fabulous ‘Golden 
Egg’ of the MALTESE CHICKEN 
which it lays only once every blue moon, 
or every time Ocean release an Atari 
game - whichever comes first' Bogey has 
traced the chicken to it’s mountain hide¬ 
out and, to reach it’s nesL he must first 
pass through the underground 
Enchanted Castle, dt>dging ores, fire¬ 
balls, soldiers, arrows, witches (similar to 
mother-in-law's but not quite as ugly). 
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snakes, and even killer balloons, whilst 
leaping across gaping chasms in his quest 
for that elusive egg! 

Bogey begins at the top of each 
screen and must make his way tg the exit 
at the bottom, collecting several keys 
along the way which eventually give him 
access to the next screen, There are 5 
different screens in ail before he locates 
the egg and thus advances to the next 
level of play. Just to keep things interest¬ 
ing, more and more adversaries are added 
as the levels progress. 

As good as Sidewinder is, I rate the 
MALTESE CHICKEN as Futureware’s 
best game so far. All credit to them for 
supporting the Atari and let’s hope they 
continue to do so with games of this 
quality. Play it again, Sam!! 


SCREAMING 

WINGS 

4$k Disk £9.95 
48k Cassette £t«95 
1 player 

1 joystick, keyboard 



Let’s do this review back to front 
for a change, shall we? I’m going to start 
off by saying ‘Buy this game now’. If you 
don’t, you’re going to miss out on the 
fastest, meanest shoot-em-up on the 
Atari since the brilliant Dropjione, 

An initial glimpse of the ace loading 
screen (disk version), left me with the 
feeling that this game was going to be 
something special. I wasn’t to be disap¬ 
pointed, SCREAMING WINGS is 
almost identical to the arcade game ‘1Q42’ 
and puts you at the controls of a Lock¬ 
heed Lightning fighter plane in the 
battle-scarred South Pacific during 
World War II, 

'I’he screen view looks down on the 
action from above, with continuous 
vertical scrolling in the same manner as 
Xevious, Flak and other such games. 
Press ‘Start’ and you are catapulted from 
the deck of your fleet aircraft carrier 
Straight into the thick of the action. The 
Japs will hit you with everything they 
can, including kamikaze Zero fighters 
which home in on you like heat-seeking 
missiles! Throw yourself into a ‘loop-the- 
loop’ to avoid them. 

Collect the *X’ explosions for extra 
firepower and the ‘D’ explosions for a 
special ‘destruction’ bomb which des¬ 
troys everything in sight. An escort air¬ 
craft appears at random intervals. It flies 
in front of you for a limited period and 
acts as a shield, making your plane invul¬ 
nerable to enemy firepower. If you make 
it back to your carrier, there’s barely time 



to pause for breath before being cata¬ 
pulted out again to face the next wave of 
Zeros! 

Everything about this game merits 
praise. It has great graphics, realistic 
sound effects, and riveting background 
music which can be turned off if it dis¬ 
turbs your concentration. Anyway, why 
am I wasting my time here when there’s a 
war waiting to be won? Those dam Nips 
never give up, do they? Bandits at 12 
o’clock high,. 


WAR-COPTER 

4Rk Disk £9.95 
48k Caaaette £7,95 
1 player 

1 joystick, keyboard 


This game from Red Rat combines 
skilful strategy with arcade action to form 
an intriguing new war game. 

You are under attack from a neigh¬ 
bouring country and, as a result of a 
previous confrontation, your defences are 
now very weak. Your enemy sends pow¬ 
erful warships to attack your main base 
and your only hope lies with the heavily- 
armed and deadly Lynx helicopter which 
is at your disposal. You must deploy it 
against the attacking surface ships and 
missiles. 

The game features four-way scroll¬ 
ing as you guide the Lynx into battle, 
making counter-strikes against the enemy 
warships and salvaging the raw materials 
which your armaments factory needs to 
produce more weapons and ammunition. 

Your secondary aim is to protect 
your own base, but your primary objec¬ 
tive is to attack and destroy the enemy’s 
underground harbour and achieve final 
victory. 

Apart from the usual joystick com¬ 
mands, various keyboard inputs are 
required to operate all the strategic func¬ 
tions, making WAR-COPTER quite a 
tricky game to handle at first. A good 
effort from Red Rat though - and top 
marks to them for an original idea. 
There’s precious few of those about these 
days! 


ROCKET 

REPAIRMAN 


48k Disk £4.99 
48k Cassette £2.99 
1 player 
1 joystick 


Red Rat are stepping up their Atari 
support with a whole bundle of new 
releases plus the added good news that 


several of them are aimed at the budget 
market. ROCKET REPAIRMAN is one 
of these. 

You are stranded on the distant 
planet ofLeskos and, with the aid of your 
jet-pack, you must explore the maze of 
underground caverns for essential com¬ 
ponents of your astro-ship. By returning 
them individually to the teleporter pad, 
you can assemble your rocket and blast 
off to freedom. 

The caverns are extremely narrow 
and inadvertently brushing the sides will 
damage your space-suit and cause leak¬ 
age. Neutino Ghosts (sounds like an 
Italian spiritualist!) and Quark Phantoms 
wander the caverns and these will also 
drain your suit if they contact you. They 
can either be avoided or neutralised with 
your laser, 

ROCKET REPAIRMAN doesn’t 
break any new ground, but it is a compul¬ 
sive little item which I found myself play¬ 
ing over and over again in a bid to 
complete the rocket and witness the 
‘grand finale’. Dn I have to tell you that ] 
never quite managed it? 

I could criticise the bland colours 
and the naff explosion when your suit 
finally expires (it’s more of a pop than an 
explosion), but that wouldn’t be fair. At 
the asking price, it represents superb 
value for money. 


NINJA 

Mastertronic 
48k cassette £2.99 
I player 
1 joystick 


I’ve heard complaints that there are 
far loo many martial arts games about. 
Fortunately, the Atari market isn’t quite 
as saturated with them as most other 
computers and there is certainly room for 
another - particularly when it’s of ihc 
quality of this latest release from 
Mastertronic, 

ninja - a son of oriental Rambo - 
is the latest in computer heroes. He is a 
man alone, on a life or death mission to 
rescue the Princess Di-Di who is held 
prisoner in the mysterious Palace of 
Pearls. He will face many tough adversar¬ 
ies — who are also clever exponents of the 
marshal arts - as he strives to save the 
Princess and, in addition to this, he must 
gather up several idols which she has 
dropped and return them to her to prove 
his worth. Yes, it’s near impossible to 
please a Princess these days. You risk life 
and limb to rescue them and they’re not 
happy unless you woo them with a few 
presents as well! 

continued overleaf 
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Not content with having hands and 
feet which i^hould be registered lethal 
with the Eastern branch of Inteqxd^ 
Ninja has several weapons at his disposal 
such as a slashing Samurai sword^ spin¬ 
ning death starsj and a throwing dagger. 
To balance things up^ these weapons are 
also granted to his opponents. 

Things kick off with one of those 
typically oriental music scores - you 
know the kind I mean? - which, to my 
ears, sound as tuneful as a Max Bygraves 
LP. Nevertheless, it is catchy in a weird 
son of way and sets the mood for the rest 
of the game. The graphics are neat and 
tidy w^ith plenty of bright colours - a rare 
commodity' in a high percentage of recent 
Atari games as new programmers can’t 
seem to handle more than the regulation 
number of colours. Gotnl, fast animation 
is probably the thing most people hxjk ftir 
in karate games though - there's no point 
in having a punching, kicking, all-action 
Ninja if he moves around w^ith all the 
agility of a rusty Dalekl - and the anima¬ 
tion here is well up to scratch. Not quite 
in the same league as System 3 'Epyx^s 
* World Karate Championships’, but 
that's another story and another review. 

NINJA scores high on playability. 
The key joystick moves are less complex 
than on most other games of this type and 
the difficulty level is just about right too. 
In the initial stages, the opponents don't 
put up much of a fight - a quick ^banzaf 
with the old sword and they crumble to 
dust (or 'splodge^ to be more accurate) 
before your very eyes - but once you start 
having to tackle two and three of these 
brutes at a time you^ll wonder if the Prin¬ 
cess is worth all the hassle! 

Although I can’t fault the game 
itself 3 the instructions could have been 
better, Por instance, you have to leap up 
through trapdoors in the ceiling to gain 
access to other rooms^ but the instruc¬ 
tions don’t mention this, I spent ages 
wandering around like a one-legged 
Dodo on the lower levels before [ acci¬ 
dentally stumbled across the secret of 
those trapdoors! 

Masterironic's games are improving 
with each new^ release. Their program¬ 
mers are fast learning the subtleties of the 
Atari to produce top quality games at 
staggeringly low prices. Even at normal 
prices NINJA would have rated excellent 
value for money. At £2.99 you won't get 
a better bargain than this. 



72 Pq^e 6 - tsisue 


SILENT SERVICE 

Microprose/US Gold 
48k Disk £14.95 
48k Cassette £9.95 
1 player 

1 joys tick, keyboard 

Destroyer approaching off the star¬ 
board bow..., CJear the bridge-... Tighten 
down the hatches.... Dive! Dive! 
Dive!.,,,,.. 

Humble apologies - I got ever so 
slightly carried away there. But then it’s 
easy to go over the top when you’re play¬ 
ing the exciting new submarine simula¬ 
tion from Microprose, 

This company are well known for 
their computer simulations, mostly of the 
flight variety, but they’ve ventured 
underwater this time to produce what is, 
in my estimation, their best game yet. 

SILENT SERVICE places you in 
command of a U,S. submarine patrolling 
the Japanese shipping routes in the South 
Western Pacific during the Second W'ltrld 
W'ar. It faithfully reproduces the role of a 
submarine captain to provide a level of 
realism and playability unmatched by any 
other game iif it’s type. 

Many different options arc available 
to you at the outset, but the best idea is to 
start off with a Torpedo/Gun Practice 
run until you get the hang of the technical 
aspects of the game. After that, you’re 
ready for a full-blooded War Patrol! 

familiarising yourself with the 
layout of the submarine is the tricky part. 
The conning tower is the central Battle 
.Stations screen and, from here, you use 
the ioystick to access all the other screens. 
In effect, this lets you operate the peris¬ 
cope, transfer over to the bridge (w'hen 
you’re not underwater, of course), con¬ 
sult your maps and charts for enemy 
sightings, read the damage reports, view 
the Quartermaster’s Log, and check all 
the various instruments, gauges and 
torpedo tubes'. Different commands are 
entered on each individual screen and so 
you w'ill require a good working know¬ 
ledge of all these screens in order to oper¬ 
ate the submarine smoothly and 
efficiently. 

I’he first-rate graphics are perhaps 
the main feature of the game. However, 
they’re not included merely for artistic 
purposes but, instead, give the simulation 
an added sense of realism. Speaking of 
realism - just wait till you’re sitting there 
100 feet below the surface, hardly daring 
to breathe, listening to the sound of a des¬ 
troyer’s engines overhead and waiting in 
mortal fear for it to drop those nightmare 
depth-charges! When the hair on the 
back of your neck stands on end and the 
sweat begins to trickle down your fore¬ 
head (‘Bosun - fetch my brown trousers 


please!*) - now that’s realism!! 

Tactics are an essential part of 
SILENT SERVICE and you must plot 
your route to the convoy w'ith great care 
(the time scale can be speeded up to 
reduce the boredom) as some of those Jap 
destroyers are a dab hand at running a 
sub to ground. You can take a chance 
(particularly at night) and attack the 
convoy on the surface, using the infra-red 
binoculars to line up your targets, or you 
can attack from the relative safety of 
periscope depth. Either way, it makes 
little difference as the first torpedo explo- 
sitjn will alert the destroyer to your 
presence, and -it then becomes a cat and 
mouse game as you try to run to safety. 
As well as torpedoes you have a 4-ineh 
deck gun, but using that against a des¬ 
troyer is the worst case of suicide I’ve 
ever encountered! It’s best used on the 
troop carriers and cargo ships. 

At the end of your mission you are 
accorded a rank based on your skills (or 
lack of them!) as a submarine captain. 
Who knows, you may even get your name 
on the high score table if you’re lucky 
enough - and good enough! 

SILENT SERVICE has a multitude 
of {iptions and features w'hich I can’t 
begin to go into here or we’d be at it for a 
fortnight. 'I’he old Thorn-Emi game — 
'Submarine Commander’ - has just been 
re-issued as a budget cassette release, but 
it is no match for this superb package 
from Microprose, The difference 
between the two is night and day. If 
you’re looking for a simulation of this 
type, do yourself a favour and save up the 
extra cash to buy SILENT SERVICE 
Vou W'on’i regret it. 


2 from 
BUG BYTE 


QUEST FOR 
ETERNITY 

Bug Byte 
4Sk Cassette £2.99 
1 Player 
Keyboard 


Another budget adventure from 
Bug Byte {text only this time). Like it’s 
predecessor - ‘Cloak Of Death’ - it is also 
written in Basic. This might put a lot of 
people off, but it’s actually quite a good 
adventure of it’s type even if the screen 











update is a liiiJe slow. 

The scenario is as follows. You siart 
out on a starship which doesn’t seem to 
work loo well. You must first get the ship 
operational and travel back and forth to 
various planets for much needed supplies 
and then try to hnd the teleporter booth 
which will transport you to the Chamber 
of Creation, Unfortunately, the tele¬ 
porter booth is 2000 light years away on a 
slightly hostile planet. 

The game accepts QO verbs and 162 
nouns and, although it isn’t quite up to 
Level 9 standards, it seems complex 
entiugh to test your average adventurer. 
At Bug Byte’s ‘cheapti’ prices it must be 
worth a bash at the very leastl^ 
FOOTNOTE: Bug Byte keep mention¬ 
ing the ‘Battlegrom tm Vragus IV in all 
their game scenarios. It doesn’t seem to 
have any significance and I wish they’d 
give it a rest as it’s beginning to get on my 
nerves!!! 


LEAPER 

Bug Byte 
48k Cassette £2.9? 
I Player 
Joystick 



’The game you’ve all been waiting 
for’ it says on the cassette inlay. Who arc 
they trying to kid? Remember ’I.eggit’ 
from Imagine? (good title screen.... naff 
game). No, perhaps it’s before your time. 
W'ell, this effort from Bug Byte is 
identical enough to be the same game. . 

There arc certain cosmetic differ¬ 
ences. New aliens have been created with 
real weird-sounding names like Gribbles 
or Grub-Gubs (will the raving loonie 
who thinks these stupid names up please 
step forward!!) but, as in Leggit, the idea 
is to make your way tc} the top of the 
screen by jumping up through gaps in a 
series of moving horizontal lines, The 
aliens have to be avoided, but these aren’t 
the main problem - falling back down 
through the gaps is! Once you have fallen 
through one gap you invariably end up 
back at the bottom of the screen. Laugh? 
- I nearly bought a round of drinks'! 

LEAPER runs pretty fast even 
though it was written in Basic. I do wish 
Bug Byte would start writing their games 
in machine code. Basic went out w'ith 
Hippy beads and flared jeans! 

There’s not a lot more I can say 
about this one. It might have rated high 
marks on something like the unexpanded 
Vic-20, but the Atari is capable of much 
better things. At least there’s no mention 
of the ‘Battlegrom on Vragus IV’ this 
time, which is something in it’s favour 1 
suppose! 9 


JOHN SWEENEY 

IS 

STILL 

ADVENTURING 


QUESTPROBE 
CHAPTER 1- 
ADVENTURE 3 

Fantastic Four featuring 
the Human Torch and the 
Thing 

Scott Adams/Adventure 
Internationai/All 
American Adventures 
48k Disk 
£14.95 


I used to enjoy Scott Adams’ 
adventures, but, rather sadly, they seem 
to have been left behind by the cither 
main adventure producers like Level 9 
and Infocom. It is not really fair to com¬ 
pare them with Infocom since they are 
designed to fit into a 64K memory (apart 
from the pictures), but Level 9’s adven¬ 
tures are written with the same con¬ 
straints as Scott Adams’, and they get 
better all the time, Questprobe 3 seems, if 
anything, inferior to the earlier adven¬ 
tures in the series. 

With the pictures turned off, Quest¬ 
probe 1 (The Hulk) normally gave sub¬ 
second responses. I’he Fantastic Four 
has a three to four second response - 
what went w'rong? (It gets even worse if 
you WAIT - the command WAIT 15 
takes 30 seconds to do nothing!) 

A response time of a few' seconds can 
be quite acceptable, it is, for instance, 
quite common in Infocom adventures, 
but the difference there is that you know 
it is going to be worth waiting for the 
response. This, alas, is not true of The 
Fantastic Four. 99"„ of the responses 
from the adventure are; ‘I see nothing 
special’ (even single word descriptions of 
a few things would be nice), *I don’t 
know what xxxx means’ (even for a word 
like Princess, which is listed in its 


vocabulary!) and ‘I didn’t completely 
understand you’ (you get this for even the 
simplest of sentences, e.g. OPEN DOOR 
- both of which are listed in its vocabu¬ 
lary - and this is the same door, in the 
Chief Examiner’s office, which you 
COULD attempt to open in 'The Hulk!). 
But it gets even worse. 

The adventure starts with the Thing 
stuck in a lar pit and the Torch nearby. 
You can switch between the two char¬ 
acters by typing in SWITCH. I flew the 
.Torch over the pit and tried to get him to 
lift the Thing out. This didn’t seem to be 
W'orking so I checked the documentation, 
which is quite extensive giving long 
descriptions of the various heroes and vil¬ 
lains in the story. Sure enough, the Thing 
weighs 500 lbs, and the Torch can get 
‘enough lift to carry around 180 pounds. 
By forming a jet from his feet, directed 
behind him, he can achieve speeds of up 
to I4t} miles per hour*. 'Phis sounded like 
it might be enough to jerk the Thing free 
from the tar, so I typed in 'I’URN ON 
JET — *I don't know how to BEGIN 
something’ - huh? I said TURN not 
BEGIN, and TURN is listed in the voca¬ 
bulary! So I tried BECOME JET - ‘OK’, 
but all it did was switch me to being the 
Thing. It w'ould appear that BECOME is 
a synonym for SWITCH, and it just 
ignored the word JET completely. This 
is hardly what one expects of a company 
which has been producing adventures 
since the beginning! 

Anyway, I gave up trying to rescue 
the Thing that way, but did eventually 
discover how to isave him from drowning 
in the lar pit, I also explored around the 
place a bit with the Torch and discovered 
how to work the cannon. After a few 
hours I had still found very few locations, 
and extremely few artifacts (three lo be 
precise). I was getting bored. I had now 
reached a point in ihc game where the 
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Thing h stuck at ihe bottom of a shaft. 
Now the instructions say *Your computer 
is able to understand long, complex 
sentences such as “CLIMB ALL THE 
WAY UP THE SHAFT”^ That 
sounded just right for my cuTTent 
problem so I typed it Ln. After my 
previous experiences with the gamers 
inability to understand the simplest of 
English} I shouldn’t have been surprised 
when it responded ^Your sentence has too 
many elements for me to understand- 
Please simplify it.* (Can we do them for 
false advertising?) 

One final complaint - how come it 
can understand GIVE CANDLE TO 
I HING, but not GIVE CANDLE TO 
RINGMASTER? I don^t mind if he 
doesn’t want ii^ but anything would be 
preferable to seeing ‘I didn’t completely 
understand you’ appear on the screen yet 
AGAIN! There is absolutely no point in 
having a vast vocabulary of hundreds of 
words^ unless you program the game to 
understand a few more sentences than 
those absolutely required to complete the 
game. It just becomes a guessing game as 
to which is the only valid sentence you 
can use in the current situation. This, 
combined with the atrocious response 
times for such a primitive adventure^ 
results in whai I can only describe as a 
disappointing and boring game. 

It*S got some pretty pictures - if you 
don’t mind waiting w^hile they load. 


SPELLBREAKER - 
ZORK VI 

INFOCOM 

Diskette 

£24.99 


In the beginning was ZORK I. 
Then there came ZORK II j followed 
finally by ZORK IIL Finally? But when, 
in the Scenic Vista room of ZORK III, 
the indicator on the wall said IV and you 
were magically transported to a strange 
altar, surely that was a preview^ of ZORK 
IV? Wellj yes and no. The next fantasy 
game from Infocom was called 
Enchanter. But sure enough^ deep in the 
middle of the Castle was that vtiry altar 
(w^here you died yet again!)^ and if you 
check the diskette you will find the code 
Z4 on the comer of it. 

Apparently the good people at Info¬ 
com discussed it long and hard before 
eventually deciding to move away from 
the name ZORK. They wanted to stress 
the fact that this was indeed a new scries 
of adventures, with the protagonist cast 
as a Magic User rather than a Fighter, 
But the adventures continued to take 


place in the same mystic realm, indeed 
the young magician in Enchanter meets 
the adventurer from Zork I in his travels. 
GmeS} FlatheadSj and Frobozz Magic 
Items are everywhere. In Sorceror (Zork 
V) you even find an encyclopaedia and 
can read all about the history of this 
strange land, and you also reach the 
W’^estem shore of the Great Underground 
Ocean. You wandered on the Eastem 
shores of it in Zork III. At the end of 
Sorceror the game promised that the tri¬ 
logy would be completed in the not too 
distant future. 

News, last year, that Infocom were 
releasing a new fantasy game entitled 
Wishbringer caused a great deal of 
Speculation. But this turned out to be a 
Beginner Level game - hardly a worthy 
successor to the previous five? All 
becomes clear when you check the code 
on the diskette label - ZO! Andj as an 
introduction to the serieS} an excellent 
game. 

Finally, this year (last year if you 
have an ST or a friend in America)^ 
Spellbreaker appeared. It was well worth 
the wait. Enchanter is classed as 
Standard,. Sorceror as Advanced, and 
Spellbreaker as Expert. Unless you are a 
real masuchisi it is probably worth play¬ 
ing some of the earlier adventured firsts 
but if you wish to you can start wdth 
Spellbreaker. You don’t need to have 
played the others first, but you will get 
more fun out of the references to people 
like your old mentor, Bclbo?., if you have. 
That said, Spellbreaker does tend to have 
less references to the rest of the series 
than most of the ti-thcr games. 

As far as the implementation is 
concerned, need I say more than that it is 
by Infocom? It understands English. It 
has as much text inside it as the average 
novel- It is extremely enjoyable lo play. 
As the adventure starts you arc at a meet¬ 
ing to discuss what is going wrong with 
magic. The fact that everyone in the 
room except you is suddenly turned into 
a reptile tends to confirm your fears that 
things are not quite right! Chasing a sha- 
dow^y figure out of the Council Chamber 
you find yourself in the middle of your 
first problem - you arc stuck in a thick 
and acrid cloud of orange smoke. Once 
you solve this you will find your first 
small wliite cube. Until you discover the 
secret of ihe cube you are stuck in a very 
small area Unlocking the secret of the 
cube will take you to a strange place 
w^hich leads to even stranger place - a 
cave inhabited by a sneezing ogre, an ava¬ 
lanche prone cliff side, an ancient ruin, 
and a giant snake^ blocking three passages 
due to [he fact ihat it is swallowing it*s 
own tail! You will also start finding new 
spells. 

As in the previous two parts of the 


irilogyi you ow^n a spell book containing 
numerous spells, including old familiar 
ones like FROTZ for making light and 
YOMIN for mindprobing, as well as new^ 
ones such as JINDAK to detect magic 
and LESOCH to create a wind. You will 
need to supplement these with spells 
found on scrolh which} apart fnOT the 
most powerful spells^ can be GNUS- 
'["Oed into your spell book and used over 
and over again. 

If you succeed in making progress 
against any of the numerous problems 
w^hich beset you^ the one thing you are 
guaranteed about is that you will find 
more cubes! And they are all identical in 
appearance! The first couple you find you 
can keep track of, but as you get more and 
more you will find it impossible. Never 
fear! There is not just one, but two, ways 
of distinguishing between the cubes. And 
you will need to do so since there are no 
less than seventeen of them! (You don’t} 
indeed can’t} actually acquire all of them} 
but you don't really think I’m going to 
tell you how many YOU have to find do 
you ?) 

Each cube opens up new^ locations 
for you to explore. At first ii all seems 
very" disjointed, but you should 
eventually discover that things do 
actually join together a bit better than at 
fir$t appears. The spells, artifacts, 
locations, denizens, and puzzles are many 
and varied. Definitely not for the faint¬ 
hearted and perhaps a little less humor¬ 
ous than some of the previous episodes, 
but solving all the puzzles and finally 
defeating the ^ihadcjwy figure will be 
withciut doubt a joy for Zork-addicts and 
puzzle-fiends everyw^here. 

The author^ Dave Lebling (make 
sure you read the glyphs on the pillar in 
the Grues^ cave!)^ co-authored the 
original mainframe Zork (a strange and 
primitive mixture of what we now know 
as Zork I and Zork [I)^ as well as Zork I, 
H, HI and Enchanter. He also wrote 
Starcross and Suspect. 

Spellbreaker was well worth the 
wait. Now that Infocom has finished their 
second Phantasy Trilogy - what next? 
Surely this can't be the end of the Grues? 
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BOOKS AND MAGS FOR SALE: 

Ckimputel’s 1st and 2nd Book of Atari ^6 
each. Computri’s Book of Atari Graphics 
£6. ANALOG magazine issues 9 to 32, 
36 to 41,43,45. ANTIC magazine Vol.l 
4 to 6, V^ol,2 I to 12, Voi,3 1 to 4,7,8,10 
to 12. Vol.4 1 to 4,6, 8 10 J2. Vol,5 1 to 5. 
W^ill separate. Contact J. Bradbury on 
ShcfHeld 461430 fevenings). 

VIP PROFESSIONAL; Can anyone 
help me in using this program? Mr. W.R, 
Bentley, Carrick, 97* Swiihland Lane, 
Roihley, Leics, Tel. 0533 302862 

FOR SALE: Atari J30XE, 1050 drive, 
Sharp T\',Monitor. Approx. 260 disks 
all in A1 condition, £500 o.n.o. K. Hall, 
fi4, Fitzroy W ay, Liv'erpool, Menscyside, 
L6 IJS. Tel, 051 260 3920 (12 - 4 p'm.), 

LONDON ATARI CLUB; The New 
London Atari Club reciuires genuine 
Atari users. Wc cater for a wide range of 
interests, N.B. The dub is not limited to 
London. For a membership form, please 
send a s.a.c. to London Atari Club, 33, 
Garden Close, Chinbrook Road, Grove 
Park, London, SEl2 9TG 

WANTEDt The 'Puzzler’ microscreen 
jigsaw puzzle program (cat, No. API50 
now discontinued) from the ANTIC 
Software Catalog. Will pay your original 
purchase price plus postage for full 
original copy. Contact Len Lawson, 100, 
Barons Road, Bury St. Edmunds, Suf¬ 
folk, IP3 2LY or phone 0284 702373 


COMPLETE SALE: Atari 800 with 
48k, Atari 810 disk drive, XCl I recorder, 
410 recorder (fast rewind not working), 
Blackthoine Printer Interface, 2 Atari 
joysticks, Visicalc, Home Filing 
Manager, AtariW'ritef, 10 games, several 
PAGE 6 disks, PAGE 6 magazine issue 2 
to date, 21 assorted Monitor/Analog 
magazines, several books inc. De Re 
Atari. All manuals, instructioius etc. 
included Ofiers over £150. P.B.J, Holt, 
3, Manor Road, Clay ton-le-Woods, 
Chorlcy, Lancs. PR6 7LG. Tel. Preston 
37604 

WS2000 MODEM; WS2000 Modem 
and Atari 850 Interface for sale, both 
with all cables and full documentation as 
supplied new, £50 each or £90 the pair. 
Phone Mike Doyle on 0509 267992 

PEN PAL WANTED: I am 12 years old 
and have a 130XE and Disk Drive. I 
would like a fellow Atari enthusiast in 
this country as a pen pal. Please write to 
John Banks, 37, Wirksworth Road, Duf- 
ficld, Derbyshire, DE6 4GH 

FULL KIT FOR SALE: 130XE, 1050 
disk drive, XMM801 printer, Sony 
colour TV/RGB monitor, cassette. 
Touch Tablet, joystick, lots of software. 
Lots of PAGE 6 utility disks etc. Some 
mags and books. All less than 4 months 
old. Selling as I am getting an ST, so only 
£550. Worth approx. £800, Please ring 
Roland on 01 854 8082 


PRINTER FOR SALE: Mannesman 
Tally MT80 printer for sale. Epson com¬ 
patible, 80 cps. Tractor, friction and 
single sheet feed. Still boxed. Ideal for 
listings etc. but not quality word process¬ 
ing, hence sale, Offers. Tel. Russ on 0773 
833118 

FOR SALE; Atari 400 (16k) and 4I0 
Cassette Recorder (does not work all the 
time) £35. Also PAGE 6 Issues 1 - 6,8,9 
and 11 WANTED. D .M. Knight, 73, 
Woodsvilic Road, Oversea!, Burton-on- 
Trcnt, Staffs. DEI2 6LU 

FOR SALE: Pinball Construction Set, 
Music Construction Set, Rescue on Frac- 
lulas, Dropzone, Zork 1 & Hint Book, 3D 
Supergraphics on cassette. Books — De 
Rc Atari, Computer Animation Primer, 
Atari Graphics and Arcade Game 
Design. The lot for £50 or will split for 
reasonable offers. John O’Halloran, 230 
Squadron, BFPO 47 

SHROPSHIRE ATARI USERS 
GROUP: Three months ago in Madeiey, 
Telford, Shropshire, we formed the 
Shropshire Atari Users Group. meet 
on the last Sunday of each month at 7 
p.m. at the Peoples Centre, Madeiey. We 
currently have a small membership of 
about twelve and would be very pleased 
to welcome new members. 



SABRE SOFT 


SABRE BASE & SABRE LABEL 

il- Tli9u<.Kfa4 af c4i»piairTiiia|[ i. klji cf jfiaurr prvjKTBiiiii buc fnun^ data batn 
^ cxpeail^^dnk hjir^ Ic 

A. Gei Sabre-baK SabKl^brl qind j/wur pivfakAitL gri wlvrd. 

1 SABRE BASE 

I'kaidbdid niunpj^mrni rnnutiim |liia dug hnkS 2IUH» 

fnirif^ petdivk h prourariiMullesiblr rtmipiulaiiixi oe>i3i«r lh^s. 

rianLii.w^ mUwdr dr^k s narid. 1 dirtrrcut itIwh. 

I liiffirwTnl wrxrclies. pirinidf itwk Id illuw hirdi;<i|Fr d an JKpljvdd mi:iinvialfDn. 
hdrMilayk DfilMfi for I i.K*Ficrs Kfl sfcdd data firaaid le-si |i|r aniJ mMi¥ 

rmjiv JHiw twifiKins.. 

SABRE LAB El. 

WjcJb HI priBiifL khad. drkii: anJ^alakiKuc \tbe\t Hi iJisk w iKjmi 

‘Kamdftk :'IMlXl-.Hirii|y). .4anv UMrfnitirtdly Irtlurr^ » niikr iJti^ proRram d 
drlighi lu^prrale: 

tPDDD qi'ALlTT- ^ n. ^ I 

softmaaeat qs nTQif 

ix>hldwphic:f;s 

4fiK ATARI WITH UJSK DRI VT ^ WO XL XE COMPATIULfc 

A s-.ai|ibk maiJ HiiH -nnly Irrifn 

SABRE SOFT, CAMPglN ROAD, f:A.^BBIlX;K. t:B4 Zl.li 


COMPUTE-A-WtN - MKII 


- By Popular Demtmcf - now also on DISK - 
- DOW includes 'Horses for Courses' - 
2 COMPLETE PROGRAMS FOR THE PRICE OF 1 
Prog. A - FLAT RACING 
Prog R - N/HUNT RACING 
Each program covers all tracks in England & Scotland 
Each self comained program allows choice of 
1. QUICK selection - using any daily newspaper (no racing 
knowledge required) 

2 SPECIALIST selection - using information given in a popular 
‘Racing’ paper e,g. past form, weight carried, state of track, 
traincr/jockey ratings, speed ratings, draw position etc. 

C ASSEnT ;■ £6,95 1 400./600/800 
DISK:- £9.95 < XL/1 WXE 
LOWMAC software 

1, MOORE AVENUE-DUNSTON-GATESHEAD NEll »irE 


WORLD CUP 1986 (4SKJ 

iJh; ^Otuilry HUd -squihl of yciur 
cboUiE ngh1 Ihrcuigh iht iVleioc-o ftnaJa. 
iV-iiuDcs scouli rcfxwu. icanp wl«:- 

tMm. KL'LL IKliCj SeleirIJWl (whai Jo we 
wilh our shcMiJd vtt j5lav ^ swcqxr, 

how do vki ddend thidr lr«lkL 4 ;k.i 

eic.), tHRikings, sendu^ nf[, suspcfikions, 
in^ufkiK Abtr^ututes, neira liitic ( in th? knoc- 
koui pounJsX ji^niicy shooi obi% FULL 
MA rCH rOMMEN^l iWV 
ind ... GOALS! 

CASSETTE: (ATAAI it ^WUV.TWVM f- i 7.« 
llE!iX (ATARI) 


LIVERPOOL (48K) 

I'HK fcKHbalL i¥i,^|cer gpnK for iJit Ainn^ 
t¥BTUrb^ varying skill ^d sEamuiB kvd^ 
sTOUt5 pcpjni, iniurira. leam and. lacUcs 
iclei.-bi3fK ftdir Eahk, mana^^riiil niljllg 

and i*vc (ponc facility. 42 
. plus E-. Malk, Biid tueupcjui Cups. 

Disi: vflPTicmi has 4 divijtKvis., mcotmE-, 
dpcfKLiLii^ Lransib' iruirk^t^ pramouotii, 
relegaiiLtfk, {It K A. aiid Ci^ Winnets Tufta 
■n addiiiofi to lHc cjshhc fcafur^ 

IHNX -iH.tJ -LASatETTB-£M$ 
!iPFjC1TRLIM(C» ^£1.1^ 


P.M. Corbisltley, 212, Old Walmmley Bury^ BL9 6SA 


Goed nietiws voor de Nederlandse lexers van PAGE 6: 
PAGE A en het volledige service pakket is 

NU VERKRIJGBAAR IN NEDERLAND 

Verzeker u van regelmatige toe^endiiig en neem nu 
een abonaemeiit 


I 


ABONNEMENT flM,- 

ABONNEMENT - PLUS listings 
op diskette fl.l50,- 



Zend betaalkaart / Eurocheque / Betaaleheque 
of door overmaken op Postgiro 4745457 
( ^ of Rabobank 35.49.52.S54 
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Mark Hutchinson 


I would like to thank all the readers who have sent me the 
requested hints and tips for beginners. Many tips have been 
the samej but it is gratifying to receive.the response. Special 
thanks must go to Robert De Letter from Belgium for his 
mass of tips, t must again apologise to all of you who have 
patiently waited a reply to your letters while I was enjO'yingC?) 
myself on a course in Stafford f Any implied criticum is abt>ui 
the course rather than PAQE 6 / hope! /:</J but hope to get 
round to dealing with everything soon. 

Following on from last issue here are a few more hints and 
tips. 

XL HELP KEY; Most memory maps give the locations for 
the console keys. Here is the location for the XL help key. 

PKKK(732)= 0.No key pressed. 

FEEK.C732)= 17.HELP key pressed. 

PEEKC732) = ai..SHI FT-HELP pressed. 

PEEK(732)= 145.CONTROL-HELP pressed. 

DOS;'The following is a list of DOS hints mainly from 
Robert De Letter. Anyone using tape may wish to skip over 
this section. 

To LIST your program or any text file without exiting DOS: 

press C (RETURN) 

type D;filcname,E: (RETURN) 

To get a printed directory listing from your disk: 
press A (RETURN) 
type ,P; (RETURN) 

To reboot DOS POKE 202,1 (RETURN) 

To chain a binary file to an AUTORUN.SYS from DOS: 
press C (RETURN) 

type filename.cxt,AUTORUN.SYS. A (RETURN) 

Fed up with having to type ‘Y’ to a DOS delete query? Add 
,'N to the filename and the deletion becomes automatic. 

You can write text directly to a file when in DOS by the 
following: 

press C (RETURN) 

type E:,D:Filename 

RETURN will end a line and CONTROL-3 will end the file. 
Len Lawson should remember that one. 

FOR TAPE USERS 

In case the tape users feel left out, a few tips for them. 

To save on memory, you can load up an introduction 
screen, show it for a few moments, then have it load in the 
main program automatically. To do this the file to be loaded 
must have been stored to tape using SAVE “C:”. The main 
program can be run by having the last line of the previous 
program as RUN “Ct". 

The computer will look to see if the RETURN key has 


been pressed, and will wait until it has. To fool the computer 
into thinking that the RETURN key has been pressed you 
must use POKE 764,12;RUN “C”. 

Remember, cheap tapes may save you money but they do 
deposit a lot of ferric dust onto the head. Make sure that you 
clean the head regularly. If you find it difficult to do so, open 
up the cassette door and look for a small lever at the back right 
hand side. Push this lever back and, at the same time, press 
PLAY and the head platine can be brought forward for easy 
access. 

1027 PRINTER 

Mr. J.E. Robinson informs me that, if you own a 1027 
and Atari writer, that the follow'ing will produce the £ sign at 
the point where the symbol is to appear. Do not use spaces or 
punctuation. 

CONTROL-O 27 CONTROL-O 23 CONTROL-O 8 
CONTROL-O 27 CONTROL-O 24 

A second way is to select Option 1 for printer choice 
then, at the start of the document, use CONTROL-O 27 
CONTROL-O 23, When you wish the symbol to appear, 
type in CONTROL-O 8. 

LONG PROGRAxM LINES 

You may have noticed that some program lines are overly 
long and your computer will not accept these lines. To over¬ 
come this, POKE 82,0 to move the left hand margin two 
places to the left (i.e. the edge of the screen). Use abbrevia¬ 
tions, a list of which appeared in past editions of PAGE 6 
(issues 14-17). 

1029 PRINTER 

I have had a lot of enquiries about Print Shop and the 
1029 printer. A letter from Mr. Pursglove informed me that 
the program will not support the printer. I can only suggest 
that the best way to persuade software writers that the 1029 is 
a viable printer in the UK is to write to the firm and complain 
bitterly. I know this sounds like hard w'ork but it should be 
w'orth it. Most software is wTitten in America and printers are 
competitively priced. The 1029 has not made the same sales 
as, say, Epson because of its smaller print head, thus very few 
1029 printer drivers are written. How'ever, if the demand is 
there then they w'ill be written. Just for proof, my NEC 8023 
w'as seldom catered for some years ago but now it is one of the 
standards (albeit under a different name) on printer 
programs. 

I will continue to include any other hints over the next 
few columns but, as yet, I have not decided what direction to 
follow for this column in the new year. Any ideas? As always 
please write to me at P.O.BOX 123, BELFAST, BTlO 0TB 
(Editor*! Note: I niitcked up Mark’s address in the last itoo 
hiues. This one is correct. My apologies.} 

I hope that you all enjoy yourselves over the Christmas 
period and have a happy New Year. • 
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BACK 

ISSUES 


PAGE 6 back is$ucs represent an excellent way of Increas- 
ins the etijoymcnt of your Atari with articles to enlighteti 
you, programs to type In and reviews of software to guide 
you. Almost all of the content of past issues will be as fresh 
and relevant today as when it apfveared - Increase your 
entoyment now, before it’s too latel 

ISSUE 10 - ADVENTURE SPECIAL. An issue wiih Adven¬ 
tures as its main theme with a supcTj challenging type in Adven¬ 
ture HOUSE OF SECRETS, winner of our readers^ poll for that 
year. Plus an interview with Scott Adams, a (nearly) complete list 
of Atari adventures, an Adventure cracker, Diamonds, Spinner, 
Screen Colour and the usual assortment of reviews. 

ISSUE 13 - A great scrolling game FLIGHT OF THE SWAN 
that was one of the winners in our scrolling competition plus great 
gamef^, Camelot, Bomb Escape and Bull Ants. Also Music Maker, 
1020 Printer Handler, Player Missile Graphics in Machine Code, 
Mu^ic Reviews and our regular Adventure column. 

ISSUE 19 - The lirst coverage of the ST but not to be outdone, 
plenty for the H-bits. A great machine^language space game 
SECTOR 10, a super utility, Magfilc, to keep track of your books 
^d magazines plus The Chase. The second part of Our series on 
Displfty Lists, build your own Speech Synthesiser, a review of 
19S5, in-depth Adventure reviews and plenty more. 

ISSUE 20 - GRAPHICS SPECIAL. A super apccial issue with a 
graphics theme. Draw some masterpieces with GRAPHICS 
WORKSHOP and explore your graphics potential with Colour 
Palette, Picloada, Colour Aiiribulcs and CIO Slideshow. An in- 
depth review of Printshop and Graphics Art Department, the 
final part of Display Listn and the Adventure column, L1 pages 
devoted to the ST plus a colour feature ATARI ART and ST 
GALLERY. And there’s more! BLGCKBREAKER is one of the 
best games to have been publis-hed in any magazine. Don^t miss it! 
ISSUE 2[ - A packed isaue with games, TRAIN CRAZY. 
Revenger and Forklift. Utilities Scalemasier, Quick Disassembler 

Measuring Temperature. Programming hints with Doing 
The Impossible, Error S Solved and THE GUIDE TO ERROR 
CODES. Reviews of Flight Simulator 11 j Hitchhiker^s Guide to 
the Galaxy, and the ktest Adventures, For the ST a DEGAS to 
NEO converter, Lattice C reviewed and reviews of a whole host of 
software. 

ISSUE 22 - More serious users will enjoy SMARTSHEEa 
Vifiicak like lype-in spreadsheet, and our review of Paperclip 
whilst gamesters will puzzk over Tricky Cubes and try to Survive 
Hidden Depths. The Cruidc to Error Codes is Concluded and 
there are articles on Fractals, rapw Problems and some less well 
known Adventures. Loads of reviews and some great new rou- 
nneR for Blockbreaker. ST users will find out how to program 
Sprites ancl can read reviews on Time Bandit, Pro-Fortran 77, 
VIP Professional and more, 

ISSUE 23 - Another superh machine language game Water Ski 
School will test your reflexes. Wordsearch will challenge those 
who hke puEzles and other iisTingi include Supcrclown and the 
utilities Xref and V>rify. A huge review of Ultima IV heads a 
comprehensive review section and Going Online Part 1 will let 
you know if telecommunicatiom is for you, ST owners can dis¬ 
cover how to get a bigger screen on their colour monitor and read 
reviews of ZoomrackSf Sierra On-Line adventures and Pro-Pascal 
amongst others, Also, is it worth adding a 5 4" drive to your ST? 
ISSUE 24 - The biggest issue ever publish^! Great ST section 
with info about ST disks and cartridges and loads of reviews. For 
S-bit users, MUNCHY .MADNESS the best game we have ever 
published plus a super cheque book utility AUTOCHECK Plus 
all about checking your disk drive, another game, more utilities, 
reviews of RA.MBIT, Adventure games and lots more. Too much 
in this issue to list fully! 

All back Issues are £U 20 each in the U.K., £I. 7 S for 
burope or surface mail elsewhere and £ 2,67 for Air Mail 
Outside Europe. 

riease make cheques postal orders payahle to PACE 
6 . Send your order to PAf 6 , P.O. BOX 54 , STAFFORD. 

STi6 iDR, England. 

ACCESS and VISA accepted. Telephone 07 BS 21392 S. 


LOTS MORE! 


Subscribers lo P.^C’tF. (i gets lots more special offers. Bimks, an 
mcrcdibJe coJJeciion of Public Domain software for H-bit and S I' 
machines, exclusive software, hinders and more. To (ind out whai 
you are missing ask for a copy of our PAGE 6 ACCESStlRY 
SHOP LEAFLET, 


GET THEM 
ON DISK 


AM of the most recent Issues of PAGE 6 are available 
on disk — Including those out of print issues! 

^ ® Issue disk contains all of the programs 

(except ST) from a particular Issue, ready to run from a 
Custom Menu. No more frustrating hours typing all those 
l^g programs. See Just how good they are without the 
effort. 

ISSUE 14 - Contains COUNTERACTION, SUPPLY BLAS¬ 
TER, CROSSWORD CREATOR, DEPTH CHARGE 
RAINBOW START, BASIC ANIMATION and 

TYPO H, 

ISSUE 15 - Contains THE WANDERER, KANGA, TICK 
CM autocar, the BOOSTER and PLAYER MIS- 
hlLti GRAPHICS 

^Sl^ 16 - Contains BLACK BOX, FREEWAY ACE!. 
draughts. TURN THE TABLES. AUTOCAR GRAPH 
and CHARACTER PLOTTING programs, 

ISSUE 17 - Coniaihii RENUM. SHOOTING GALLERY 
X- y-ZA P, INLAY CARDS, CASTLE MORGUE, 
MATTHEWS LABEL MAKER and several programs on 
ANTIC modes 4/5. 

IB - Contains BERTIE, GRAND PRIX 11, BLIT2, 
LISTER, STARS, TYPO 3 and several programs on Display 
Lists. 

ISS^ 19 - Contains SNOWFAl.L, THE CHASE, MAG- 
FILE, SECTOR 10. STARK! ES LTIlllTlES plus programs 
for the Speech Synthesiser and several prograins on Displav 
Lists, 

ISSUE 20 - Contains BLOCKBREAKER. GRAPHICS 
COLOUR PALETTE, PICLOADA, COLOUR 
ATTRIBUTES, CIO SLIDE SHOW plus more Display List 
programs and picium for Graphics W'orkshop. 

ISSUE 21 - Ciontains REVENGER, TRAIN CRAZY, FORK¬ 
LIFT, SCALEMASTER, DOING THE IMPOSSIBLE, 
QUICK DISASSE.MBLER and .MEASURING 
TEMPERATURE, 

ISSUE 22 - C.ontaihs SMART SHEET, TRICKY CUBES (two 
v'ersions), HIDDEN DEPTHS and new versions of BLOCK- 
BREAKER. DOUBLE SIDED DISK, 

ISSUE 23 - Contains utilities XREF and VERIFY' Games 
SUPERCLOWN and WATER SKI SCHOOL (in machine 
knguage). The word puztie game WORDSEARCH as well as 
COLOUR MAGIC demos and TWO BONUS programs!! 

' Contains the complex check balancing proBram 
AUTOCHECK and MUNCHY MADNESS, the best game we 
have ever published!. Plus another game FLYING HIGH and 
TWO superb utilities, SPEED CHECK and MENU. A very full 
disk and not to be missed. 

ISSUE 2S - Contains - all the program listings from this issue. 

PAGE 6 Issue disks wit] run on any 8-bit Atari with 48k or 
64k memory. Each disk is Just £3.95. Compare that for 
value! 

Order your from PAGE 6 by p<jst from PAGE fr* 

PiO^BOX 54^ STAFFORD. ST16 IDR or by telephone 
using ACCESS or VISA on 0785 21392^, 

Postai^e is FREE In U.K. Overseas please »dld £1 per order 
(for any number of disks j. 


DUST COVERS 


You've &peni u lot of money on your equipment^ why spend 
more on repsiir-q from breakdowns housed by dusi, dirt 
and spill liquids? Dust covers from l*AVAl h are cusiom 
made fis-r each piece Ckf equIplTkeiiC and COitie in smsirt 
natural PYC with a brown or black trimming as 
appropriate^^ 

JLirp xrjit ftrjikXL HUOXI. I HhKI- I’ SIS MI-UkK I r , 


-9 1 ^^ i i Id Sc], It ( Lh H-Mf M l! ' 
-ICih i ijl'i'fflltiE' 

IIMHi i;avk«ii£ 

XCL] I CijhMillg,- 

irp2T LlHi'lprirHurs 


£2.^y r. Sk Llixlt Drivr 

£2* 1 S I' dihli dfk 

£ 2 .^-' S.Ml’-l MiiiHN^uJkrtkmr .Wat-niilipr 
il.-gi 

iJEfkL-r prinliTS iriiii-rkiiiiirx. (Ein ikrdrf] 


^old Style doe^ii noi have a pauKc button. 

Some popular printer covers arc held in hitock hut 
can be nhcatned io order. Please s^iatc cicacl m^HJel ' 
ordering;. 
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Beat those 


REVISION B BASIC BLUES 


If you are like most Atari BASIC programmefSi you 
have *discovered’ the infamous keyboard lock-up bug the 
hard way, by losing a program you were editing. The bug, 
which strikes at essentially random times during program 
editing, causes the machine to completely lock-up, with 
control only being regained after turning the machine off, 
erasing any program in memory in the process* The bug first 
appeared in revision A of Atari BASIC, which was the 
official BASIC for the 400.'800 machines. 

When the XL machines were released. Atari attempted 
to cure this and other minor bugs with revision B BASIC. 
Unfortunately, the cure proved worse than the cough! Not 
only did the keyboard lock-up bug remain, but new bugs 
were introduced which mangled strings, shuffied program 
lines, and added 16 bytes to a program every time it was 
SAVEd. Atari has finally cured all of these bugs with 
revision C of BASIC that was built into the last batch of 
800XL machines and is standard on the XE machines. 

However, that leaves tens of thousands of us with 
buggy-BASIC! While the only long term cure is a hardware 
fix via a revision C BASIC ROM purchased from Atari, a 
software alternative is provided here* This program creates a 
second short program that can be quickly run each time you 
power on your machine or return to BASIC from DOS. This 
second program copies ROM BASIC into underlying RAM, 
and then patches the bytes required to upgrade revision B to 
C, Since a machine language routine is used, the entire 
process is finished in seconds. 

Under normal circumstances, pressing RESET would 
turn ROM BASIC back on. To prevent this, the second 
program also includes a routine that turns RAM (version C) 
BASIC back on at the end of the RESET process. 

To determine which version of BASIC you have, PEEK 
at 43234. If you get 162, you have revision A, and this 
program is not appropriate. If you get 234, count your 
blessings because you already have revision C. If you get 96, 
you have revision B, and the first step to kissing the bugs 
goodbye is to type in and save the program given below. 
When the program is run, it will create and write a BASIC 
program called BASICC to disk. 

Running BASICC will install revision C BASIC in 
RAM and install the RESET handling routine in the last 17 
bytes of page 6 memory. Note that with the exception of 
these 17 bytes, no memory is lost, because BASIC now 
resides in previously unused (in BASIC) RAM underlying 
ROM BASIC. As long as you do not exit to DOS or power 
off your machine, revision C B*ASIC will remain installed. 

The RESET routine, while handy in reinitialising RAM 
BASIC, does have a few side cfTects. The first is that the 
ME.MSAVE feature will not work when exiting to DOS. 

The second (but minor) effect is that to exit to DOS you 
must type DOS (and RETURN), press the RESET key, and 
then type DOS again. These two extra steps are only 
necessary if you used the RESET key at least once in 
BASIC. If you desire, you can eliminate the RESET feature 
by deleting lines 140-160, and 180-220 in the first program. 
Under this condition, RAM BASIC can be re-installed after 
reset by simply poking location 54017 with 255. 


with REVISION C! 


by Brad Finney 
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2 REM * REOISIOH B TO HEVIVIQH C » 

3 HEM H by * 

4 REM * Brad Finney « 


5 REM »-------—-- * 

6 REM * PAGE B MAGAZINE - EHGLAHO « 

7 reh MMwwH i tWN ii iMM w w -m w ifMmcmi i tM h H H Kii i m 
B REM 

iO REM 




M CREATES A 


RAH THAT IH^T 


Ze REM 

30 PRINT CHRStlZS^I 


40 A^PEEKC43234) 

50 IF A = 162 THE N PRIwr SORRY j YOU HAV 
E VERSION H BA5IC."SPRINT "THI5 PROGRA 
M IS NOT APPROPRIATEGOTO 360 
be IF A=234 THEN PRINT "YOU ALREAOY HA 
HE UERSION a BASIC?"SPRINT "THIS PROGR 
ah is rot necessarygoto 3flO 
70 PRINT "CREATlffC PROGRAM FILE "; CHR^ 
£34 3 J"BASICC";CHRS1343 ;". . k" 

S0 OPEN nz0,"AtBASICC" 

3Q PRINT aZ|"l0 DIM SSC023" 

100 PRINT R2;"20 SS="?CHH^£341 ; 

110 FOR 1 = 1 TO 02; HEAD A: PRINT ttZjCHR^ 


CAliSNEKT Z 

120 PRINT tl2;CHR$C343 

130 PRINT «2l"30 A=USR(ADRtSS>>" 

140 PRINT aZj”40 FOR 1=1775 TO 17^1:RE 
AO AtPOKE J.ftsNEMT I" 

150 PRINT 112 ; **50 D ATA 10^^255,141^,1,21 
1,,1,133,0,1412,10ft,250j1 
SI" 

150 PRINT tt2j"50 POKE 12^23:P0KE 13,0" 
170 PRINT tt2;"70 PRINT C MR S 11253 CHH 
^£343;"VERSION C BASIC INSTALLED JN OA 
li"; CHR$ £341 

100 PRINT KZi"aO PRINT ";CWflS I 343 ;"AN® 
15 RE-INSTALLED AT [HSMl. S f 343 * " 


; PRINT " 

150 PRINT PRINT " J CMOS 1343 ; "TO 

GO BACK TO DOS, E NTER^aiaE" i C MR S £343 
200 PHlHf I12;"10O PRINT"; CHRS £341 ; " 

D05 [:1*4II:11I "jchR^ t3 4> ; PRINT ** 

210 PRINT «2;"110 PRINT ";CHRS(343p" 
EJA-lAi r^fTTiTTI " s CHR5 1343 ; " : PRINT- 

220 PRINT B2j"120 PRINT "jCHRSt343i" 

D05 r^Ta¥TTlTn ";CHR^C3 4 3 
230 PRINT tt2;"110 END" 

240 DATA 104,216,16?,O,133^208,1&5 
250 DATA 150,133 j 20?,r 102 i 32,160* O 
260 DATA 177,200*72*16?.255,141,1 
270 DATA 211,104,145,206*165,253,l4i 
200 DATA 1*211*135,200,237*230*200 
2?0 DATA 202*200*232,15S,255*141*1 
300 DATA 211*16?p234,141,223,166*141 
310 DATA 226,156,16?*240*141,224r166 
320 DATA IbS,17,141,225*I66x150,243 
330 DATA 133,206r16?j1?1* 133,206,16? 

340 DATA 0*141,41,187,160*6p145 
350 DATA 208*135.46,251,?6 
360 CL05E tt2 

370 PRINT "PROGRAM ";CHRS£34J;"BASICC" 
;CHRSt34l;" IS NOH STORED UN DISK" 

300 END • 
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LASER HAWK Disk £!t.95 Tape £7,QS 


nOMAlN 0¥ THE LINDEAD 

Nothing human exists in the 
cemetery or can survive there. 
For the Evil Dead are waiting 
to grasp you in their skeletal 
embrace. Can you get oul 
alive? 

The Vampire bats are waiting 
and a full moon is rising...run 
while you have a chance and 
while yOur supply of crucifixes 
protects you from a horrible 
death] 


Red Rat Software 

11 rEMMEL STREET MAnCMESTER f143DU 


Disk £9.95 Tape £7,95 


Your LASER-HAWK helicopter is ready 
to go; but are YOU? To destroy ihe 5 
command centres of the evil Proc Irata^ 
your ship will have to out^ny or blast 
away its incredible defence systems^ 
which include air cannons^ smart missiles, 
falling meteoriies, heat-rays and high 
Icve^ bombers. Eye stunning graphics and 
unbelievable non-stop action make this 
game a winner t 


NON¬ 

STOP 

ACTION 

FOR 


ATARI 

COnPUTERS 




















wnBrnmam 


The THIRD GENERATION of Jeff Winter's unique LIGHT SYNTHESISERS 

- MIND/MACHINE SYNERGY - 

COLOURSPACE: allows the user to create dynamic, interactive light displays 
using the Atari's 320x200 512-colour graphics. Do it to music... your ears won t 
believe your eyes... 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with NEOchrome images (for foreground and background displays), 20 presets, 
84 definable lightforms, record mode, load and save of performance data from 
disk. , 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser,,, play light like music... 

COLOURSPACE. Discover why you bought your ST. 


V 


NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from 

LLAMASOFT 49 Mount Pleasant Tadley Hants 
Tel: 07356 4478 


\ 


X 


SEND S A.E. FOR CATALOGUE & NEWSLETTER 
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MAKE A PAGE 6 
CONTRIBUTOR HAPPY 


and 

WIN YOUR CHOICE OF TWO BOOKS 
FROM THE PAGE 6 
ACCESSORY SHOP 

(Three winners in all) 


FMAS 

DBTEK 

E PACKAGE 



Readers who have been with us for some time wiH know that each year we have a 
readers pail tn which you get a chance to show your appreciation to those Atari users wAd 
contributed to your enfoyment of Atari over the past year. For the I9§6 Readers* Poll 
Awards we win present a handsome iraphy to the contributor who receives the most votes 
in each of three categories. The categories are Articles^ Programs and Miscellaneous and 
the contents of issues 19 to 24 are detailed below under their categories- don*i have to 

vote for one in each category, fust pick out your three favourites in !*2*3 order The 
following list will help you decide bur don*t forget, of course^ to refresh your memory from 
the actual issue. 


F&w may use any criteria for fust pick your three ia voun'res and enter them 

in t~2~3 order Maybe it*s one you particularly remember^ might have thought it was 

weii writteOf It might be something you have found particularly useful or which taught you 
something you did not know or solved a long standing problem. Maybe a review that 
prompted you to go our and buy a well-foved piece of software. Maybe a game that gave you 
hours of enfoyment. Whatever wish^ only make sure you vote, it is your chance to say 

thank you to fello w Atari owners who took the trouble ro try and provide you with some 
extra enfayment ofyour Atari, 

Toffr vote wilt encourage our contributors to keep sending their programs^ articles and 
reviews and will also help us to decide what should be in the magazine in the future^ WhaPs 
more, jT^ou also till in the short Survey you could also irifi some of those hooksJ 


hey will help you in a very 
?obtek's toolkit is not only 
5rs working with the Atari 
:h operation, 

I' while you are printing. A 
ormation is stored there, 
out interrupting other 

u hours of time, Robtek's 
je of Q disk drive. Not 
lechonicof parts, 
sks at a much easier and 

ol and organise your disk 
* of all your disks. 


► ►►►►► 


ies and loan analysis 
gives you a permanent 




-- ..... ....... _d of important times and 

events up to 100 years in the future. 

• versatile WEEKLY PLANNER: Includes exclusive Project Time Analysis 

Report Generator. 

# ELECTRONIC CARD FILE DATABASE: Including search, print and phone autodial functions. 

• ALARM CYCLE: Alarm can be set to trigger once, or at the some time everyday, week, month, 

or year, 

• ENGLISH, GERMAN, FRENCH MANUAL 



Robtek Ltd., Unit 4 , Isleworth Business 
Complex, St. Johns Rood, Isieworth, Middx. 
TW7 6NL. Tel; 01 -847 4457 
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GAMES ... 
OR FUN 


3ieMle>n 1986 


PROGRAMS 


SNOWFALL Fred Key (Issue 
19) 

THE CHASE fej Ntge! Uevieiiyn 
(Issue 19) 

MAGFILE by Chris Davis { Issue 

a whol SECTOR 10 by Geoff Thompson 
(Issue 19) 

BLOCK BREAKER by Dave 
Hiltketis ( Issue 20) 

WINTER GAMES 

* * Krtopp (Issue 20 1 

Epyx Com pu tel* Soft war colour palette by Garry 
£ 24.95 FratKis tissue 20} 

PICLOADA by Paul Lay { Issue 

Reviewed by 
John Davison ;nr 


20) 


COLOUR ATTRIBUTES by 

Paul Lay ( Issue 20) 

CIO SLIDESHOW by Ian 
Finiayson ( Issue 20) 

Winter Games is a simulation o DEGAS TO NEO by Dave Keel 

Wimer Olympic G.m« (i. is ihescq. h'Stli f 

to the highly popular Summer Gam* ^ 

which can be found on ATARI 8-bit quick ASSEMBLER by Ata 
micros). There are seven events to pi Amn f Issue 21) 

Hot Dog, Biathlon, Speed Skating, TRAIN CBAZ\ tv Falier 

Figure Skating, Ski Jump, Free Siylt po^WlFT tv Sian Ockers 

Skating and finally Bobsled. Every ([fiuf 21 1 

single event in the Games has its owr SCALEMASTER by Peter 

theme music which plays while the tlf^riijAi ( Issue 21 ) 

event is loading. These are all ^ Darkes 

extremely good and match, in a way, s^^rtsheeT by Ken Shiu 
the type of event. 22} 

When the game first loads, a TRICKY CUBES tv Deter and 
colourful animated title screen leads 5i*ptiaji Ohlmeyer (Issue 22} 
into the opening ceremonies, comple ^ 

with the lighting of the flame and the Smith (Issue 23 i 

fly past by some highly detailed dove s^;pERCLOWN by Michael 
You are then pur on the main menu jcempsur { Issue 23 ) 
screen where you select lo either VERIFYI by Derryck Croker 
compete in all the events, compete in f /muc 23} 
some events, compete in one event, W'ATER SKI SCHOOL tv 


practice an event, see the world 
records, w^atch the opening ceremoni 
(again) or leave W'inter Games, If 
competing in an event you can select 
your couniry out of a choice of 16, T 
section is almost the same as Summe 
Games on the 8-bit micros. 

To give you an idea of what to 
expect let me take you through the ~ 
events. 

Hot Dog Aerials is a demonstration 
sport, you have to perform daredevil 
ski-jumps in front of a panel of judges. 
Moves you can perform include. Back 
and Forward Flips, Mule Kicks, 

Daffys, Back Scratches, and Swans, 

The graphics in this event are fantastic. 
The backdrop is just like an oil 
painting, w'ith highly detailed pictures 
of mountains and trees. The animation 
is very, very slick. 

Biathlon is a combination of cross 
country ski-ing and target shooting, It 


Sieve Hind (Issue 23) 
WORDSEARCH by Jim Fietaker 
(Issue 23) 


AUTOCHECK 4.0 iv Peter 
Franey (Issue 24} 

SPEEH CHECK by Garry 
Francis f Issue 24) 

FLYING HIGH by Allan Knopp 
(Issue 24) 

MENU 6v Ata Atun (hfue 24} 
MUNCHY MADNESS fey 
Lflv (Issue 24} 


ARTICLES 

DISPLAY LISTS by Steve 
Pedler (Issues 1 9/20) 

ATARI SPEAKS by Kevin 
Gr (Issue 19) 

FIRST STEPS by Mark 
Hutchinson (various issues) 
GARRY FRANCIS’ 
ADVENTURE COLUMN 
(various issues) 

A GUIDE TO ERROR 
CODES by Steve Pedler (Issues 
21122 i 

DOING THE IMPOSSIBLE by 

Paul Lay (Issue 21) 
SMOOTHER DLFs by Paul 
Lay (Issue 23} 

MEASURING 
TEMPERATURE Iv P- 
Barlram (Issue 21) 

FRACTALS by Peter Coates 
(Issue 22) 

TAPE PROBLEMS by Derryck 
Croker (Issue 22) 

GOING ONLINE by John S. 
Davisart (issues 23124) 


MISCELLANEOUS 
assemblers for THE ST 

Matthetu Jones (Issue 19) 
SHORT REVIEWS by Jim 
Short (various issues} 

JOHN SWEENEY'S 
adventure REVIEW'S 
(various issues) 

STARKIES UTILITIES by 
Andresff Starkie (Issue 19} 


■Ttru s 1 C irwfTT^TtccTLiTiraT ' 

Ski-Jump, Fantastic graphics on this 
event and a really dramatic tune to get 
you going. The animation is also very 
good and the background graphics are 
(yet again) superb. Not a lot to really 
say about this one as it is 
straightforward and great to play. 

Free Skating. This event uses the same 
graphics and movements as the Figure 
Skating. The differences are that you 
have two minutes lo invent your own 
routine, and you don't have to do each 
move just once (you mustn’t do more 
than three of each though). The music 


A LOOK AT TWO C's by 
Matthew Jones (Issue 20} 
PRINTSHOP review by 
Alan Goidsbro (Issue 20; 
GRAPHICS ART 
DEPARTMENT by Alan 
Goidsbro ( Issue 20) 

LATTICE C by A^flf(A^flu Joiwi 
(Issue 21 / 

JUST LIKE THE REAL 
THING by John 5. Davison ( Issue 
21, 

fly even FURTHER by John 
S. Davison ( Issue 21 ; 

TIME BANDIT REVIEW by 
Moth Hutchinson ( Issue 22) 

PRO FORTRAN 77 by Maitkeie 
Jones (Issue 22} 

TECHNICOLOUR DREAM *>■ 

Alan Goidsbro ( Issue 22) 
MICRODEAL REVIEW'S by 
Mark /f(irclu'njtm f Issue 23) 
MENU + by Maithets Jones 
( Issue 23 ) 

A BIGGER SCREEN by Dave 
Keel (Issue 23) 

A Si” DRIVE I-OR YOUR ST 
by Dave Keel (Issue 
PRO PASCAL i>>' AJiar* English 
and Adrian MeruuHid (Issue 23) 
HOMEPAK by John S. Davison 
(Issue 23) 

CUT & PASTE fry John S. 
Davison ( Issue 23 ) 

MAKING NOISES by Alan 
Goidsbro ( Issue 23 , 

MAKING MOVIES by John S. 
Davison (Issue 23) 

ULTIMA IV 6y John Sweeney 
( Issue 23 J 

COLOUR M AGIC CAriJ F(W 

(Issue 23} 

RAMBIT REVIEW by D^rrye* 
Croker ( Issue 24 
SOFTWORKS BASIC by 
Stephen Eiielman 'Issue 24) 
CARTRIDGES by Maiiheui 
Jones ( Issue 24) 
K-RESOURCEiv Mafiftew 
Janes ( Issue 24} 

PRINT SHOP COMPANION 

by Alan Goidsbro ' Issue 24) 


Paradox were one of the first 
companies tri release any game on the 
ST with xMission Mouse which ran in 
mono only. I never saw a finished copy 
but what I did see only really came into 
the ‘alright’ category. Nothing else 
seemed lo happen for a year and then, 
suddenly, at the PCW show' in 1Q86 
Paradox leapt out with no less than six 
ST games all in glorious colour and 
conllnued overleaf lb 
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CT DHCir 


READERS 

SURVEY 


or 


How to be in with a 
chance of winning two 
Atari books of your 
choice > 


Please take a Little time to fill 
In and return the attached^ quite 
brtef^ and to vote in the 

readers polL If you have only just 
started reading the magazine 
please just campLete the survey 
secdon. 

With the two different Atari 
ranges It Is Important for us to 
identify our readers needs more 
closely and your feedback wIlL be 
invaluable in deciding how we 
plan the magazine in the coming 
year. 

We have Included a section 
for you to indicate what you 
would like to see in the coming 
year. We have a couple of authors 
just waiting to research and write 
what you want, they just need the 
Ideas! It is sometimes diflicult to 
judge what users want as It Is 
quite easy to think that a 
particular area has been covered 
elsewhere when in fact many 
people may not have seen other 
articles. Tell us what you want to 
read about and we will try our 
best to bring It to you. 

Return the card by 31st 
January and you could be one of 
three Lucky people to get the 
choice of any two Atari books 
from the PAGE fi Accessory 
Shop. A draw will be made on 1st 
February from all the cards 
received and the winners will he 
Dodhed as soon as possible 
thereafter^ 

Come on then, make our 
postman work for his living! 
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Up with HAatcrtnen rnese actually alter some ot cHe colour 
registers. In order to overconie this problem the colour regis¬ 
ters should be set from within the program. This is done by 
the following code; 

poke cotitrl,l4; poke contrl + 2,0: poke 
contrl-i- 6,4 
poke intinjcr 

pokeintin-i- 2,143*r; poke iiitin + 4,143*g:poke 
intin + 6,143*b 
vdisys( 1) 

w'here cr is the colour register (0 to 15) and r, g, b are the 
intensities of red, green and blue respectively in the range 0 to 
7, Refer to the code starting at line 1410 for an example. 


BASIC 

:‘esolution only 

-3T Othel lo S 

by X 

_ay, August 1?36 X 

- jj 

T low resO'lution JS 

‘.fXXXXXXXXXXXXXXXXXXXXXXXX 
ini t 

js4ib initbodreJ: abortX=®! 

I Ida 

Gg 

gfftsquares if atiort%=l 
i=gcesX^ li if ^oesZ=-S0 
Go" 

coa^puteriftoves if abortV-^l 
then 110 

countpiecesi p&X=totalX 
countpiece^^s cs5^=toUl>^ 

£ ? "Game Over * 

? * PI Ayer " jpaX 

jter 

jmputer Wins!": goto 26^ 
Mayer Wins*": goto 2^0 

i: ? " Olkay? " 

j 2 and my^>l^G and myX<.i76 


_3id display the board 


3J0 initboar d; 

320 ful Iw 2: ctearw £: color fIVI 0|0 

330 poke gintlnp^E gefnsys(73> 

3^0 for xyi=B to 3; linef 5*2@3fxV.,3p5*20?(x^, 1^3 
350 linef 5 M5^3+20K)<K; nei< t kX 

360 linef 172,30,29G|3a: linef 2?G|30*29Gs100 

370 linef 29Sp100,172,100: linef 172,100*172,33 

360 color 1*0: fill 201*39i color 3*^: fill 0*0 

390 gotoxy 22,5: ? "ST Othello" 

400 gotoKy 26,6: 2 "by" 

dl0 gotoxy 23,7r ? "F^ul Lay" 

420 color 2: gotoxy 23,16; 2 " Abort " 

430 for v5<=0 to 7: for x7,=e to 7; 
boar c£^<x:<*y7,>=empty Vi; next K7i*yX 


Pane li - l^suc 2^ 
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ISTCh 


We are proud to be associated 
software for the Atari. 


1st Mail 

1st Irom GST e a mail merge prograi 
1st WorilT'*. It will allow you id comb^e yoi 
popular database programs currently available 
can prortuce mullipie copies o1 any tsi Word 
imaginaiiDnl Written by GST. 

C Conipiler 

Tbis C Compiler oHors unbeatable value for 
The package includes an editor, subset C con 
ibraries. Written by GST. 


Electric Softwwe Limrtud. Unit B, Cremwell Business Centra. New Road, St Ives, Cambs P€17 4fllj, England. 
Tel: (0480166433 Telett: 81113 PM PROF G. Tetelaxt |D9fi4J 80316, 


CAD-3D £45:90 

Design 3D solid or wire frame olpjects widi ifour GEM nwwsB. 
Multiple ligln sources and wowsl Indude^ ammator. (DEGASi^eo 
CDififiaiiblel. WrHten liv; Tam Hudsun. LicHEed by Antic 
PubfahifiglnL 

Flash £39.95 

Dempieie GEM-based ifilBcwnmunicatHns- PrugFammable. 
cwififluraWe. wih built-in word processor, VT-lOO and CIS Vidle^ 
graphics. UVrftlen by^ Joe Chiauest and Aton Page. Licensed 
fafy Antic PuWtsliing Inc. 

Maps and Legends - The Cartographer £29.95 

GetwalB Maps and Salellin views el the Earth. Select Irom 
dltferani proi^ions and map types. Fuly GtM based. Lcanaed 
by Antic PnUithng Inc. 




ataRmi3r^ lZOo 
Cfsatt dptaited aslroto^icfll charts using nioe drffefBfit housfl 
EY$lem£. GtM interiace makas it bbsv- Wrfltifi by; Harvuy 
1 wamhI kv Ofitk PuhiEbina IniL 


C.O.L.R, Ohjeci Editor 124.95 

Graphic design and software spnta editor for programmers using 
the 16 cokKir mode. Written by; Tbn Rugby Cirelft Ucensad 
by Antk PutalBhing Inc. 


Red Alert £19.95 

Dafunil aeanst MIflVs, iCfiMs and sA-launched mcsiks. An 
umeivHig SOI Conslructinn Set. Written by; Oan Madepia and 
Stanley Crane. Ucensed by Antic PuUistiing Inc. 
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